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twisted tactics and 
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GAME PLAYER’S PC GAME AWARDS 


Nothing gives 
our editors, writ¬ 
ers, and review¬ 
ers more fun and 
frustration than 
the annual Game 
Player's Game 
Awards. Trying 
to pick the best 
games is no easy 
task, largely be¬ 
cause the general 
level of PC gam¬ 
ing today is sim¬ 
ply wonderful. 

This year's crop 
of contenders 
went through 
several rounds of 
exhaustive (and exhausting) bal- 

We've honed this year's 
awards list down to nine major cat¬ 
egories, although this necessarily 
means that some terrific games 
were nosed out in each division. 
Because the quality of PC gaming 
is so high, this year we are includ¬ 
ing a longer list of games in our 
"general excellence" category. You 
simply cannot go wrong with any 
of the games on this awards list. 

Selections for the 1990 Game 
Player's Awards include games re¬ 
ceived for review by our editors 


prior to Novem¬ 
ber 26, 1990. 
Games received 
during the final 
month of 1990 
will be eligible 
for the 1991 
Awards. You'll 
find the complete 
list starting on 
page 10. 

Some of our 
award-winners 
are also featured 
in this issue. 
Origin's superb 
Wing Commander 
gets an extensive 
treatment, as 
does our cover-story game, Test 
Drive III: The Passion from Acco¬ 
lade, a state-of-the-art driving 
simulation that you'll have to try to 
believe. (By the way, look for a new 
add-on disk for Test Drive 111 that 
will feature the Acura NSX and the 
Dodge Stealth R/T Turbo on the 
roads of New England.) 

There's much more in this is¬ 
sue, and we hope you enjoy the 
games included here as much as 

Selby Bateman 
Executive Editor 
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Sid Meier’s Raiiroad IVcoon 

BESrsnUIEGY 


"The designers of this simulation hove done their homework 
and have provided anyone who fancies railroads with a 
chance to make their dreams come true." 

Model Railroader. December 1990 


"...clearly one of the best simulations of any type — indeed, 
one of the best games in general — to appear in a very 
long time." 

Game Player’s PC Strategy Guide. August 1990 


BEsrsmuuniON 


Overall Game of the Year; ”... a lifetime of gaming in one 
product... This year, CGW's Game of the Year is recognized 
because of its unique subject matter, excellent presentation, 
and exceptional game play." 

Computer Gaming World. September 1990 


"It's only June, but if it's not too early, here's a nomination for 
the best computer game of 1990... It's one product that is 
definitely right on track." 

Chicago Tribune. June 8,1990 


BEST BAME OF 1990! 


"If not the best, MicroProse's Railroad Tycoon is certainly "thoroughly engrossing... may well be the game of the year." 

among the best computer games ever created..." Video Games & Computer Entertainment, October 1990 

Game Player’s, September 1990 



ENTERTAINMENT# SOFTWARE 


Can't rind Sid Meier’s Railroad Tyrxrorn Call 1W879-PLAY weekdays 9 am to 5 pm Eastern Time and order by MCA/isa/AmEx; or mail check or money order lor $59,95 lor IBM-PC/Tandy/compatibles eersion (specify disk size). 
Free shipping in US, $5.00 international. US funds only. MD residents add 5% sales tax. ©1990 MicroProse Software, Inc. Mail orders to; MicroProse Software, 180 Lakefront Drive, Hunt Valley, MD 21030. 


Join the MicroProse Squadron and win exciting prizes from these great companies. 

iC!aFr;™„ CompuServe Roland* 0Hayes FlOOiTfCH 








FIRSTLOOKS 


SPELLCASTING 101: 

SORCERERS GET ALL SPOT 

THE GIRLS 





The future doesn't look too 
bright for poor Ernie Eaglebeak. 
His greatest desire is to 
win the affection of the 
lovely Lola Tigerbelly, 
but why would she even 
give a second thought to 
a nerd like Ernie? And 
Ernie's home life isn't 
much better, either. His 
father doesn't provide 
him with much comfort 
— in fact, he doesn't 
provide him with much 
of anything except the 
prospect of a lifetime of filthy, 
backbreaking labor. Ernie's 
only hope of improving his lot 
in life and capturing his girl's 
attention is to escape his father's 
clutches and find some way to 
improve himself. And what 
better way to do just that than 
by going to college? After all, 
it's worked for thousands of 
other kids. And for a guy like 
Ernie, who's always been in¬ 
terested in magic, what better 
school could there be than Sor¬ 
cerer University? 

In Speilcasting 101: Sorcer- 
. ers Get All the Girls, you take on 
the role of Ernie as he tries to 
succeed at school and romance. 
Although we've haven't ex¬ 
plored the game fully. 
Spellcasting 101 looks like it has 
what it takes to satisfy even the 
most persnickety adventurer. 
The game was written by Steve 


Meretzky and company put 
into this release. There are sev¬ 
eral ways to interact with 
people and objects: You can 
type in your commands, you 
can form commands using an 
extensive menu of nouns and 
verbs, and you can click (to 
view) or double-click (to use) 
on an object. 

The game uses EGA 
graphics, but you would swear 
you'd seen a VGA screen after 
taking a look at the finely de¬ 
tailed and colorful artwork. The 
game also utilizes Realsound 
digitized sound, which means 
even players who only have 
internal PC speakers can ap¬ 
preciate the game's musical 
score and sound effects (al¬ 
though an Adlib card or Roland 
sound board will offer a much 
more impressive rendition). 

—S.P. 


The makers 
of 7-Up may 
be hoping 
they have 
launched an¬ 
other hit pro¬ 
motion like 
the Califor¬ 
nia Raisins. 

Their own 
Spot charac¬ 
ter is now 
showing up 
on T-shirts, 
on note¬ 
books, and hanging from the 
inside of car windows. Now 
the little guy has made it to the 
PC market with Spot: the Com¬ 
puter Game from Virgin 
Mastertronic. 


opposing pieces next to the 
square you move into are then 
flipped over and become yours. 

Moves are depicted by 
short animated sequences 
where Spot moonwalks, cart¬ 
wheels, or 
otherwise 
shuffles over 
and occupies 
the square. 
Although 
these se- 


Spot isn't an action-ori¬ 
ented arcade shooter. Strongly 
resembling Go or Othello, the 
game turns out to be one of 
those simple-to-learn-but- 
hard-to-master board games 
that could just as easily be 
played without a computer. 

Each player begins by con¬ 
trolling two of the four corners 
of the board. A player moves 
into unoccupied squares by ei¬ 
ther duplicating his piece and 
moving to an adjacent square, 
or by lifting his piece and 
jumping two squares, leaving 
an empty space behind. Any 


quences can 
be turned off, 
they're fun 
to watch, and 


never seem 
to slow down 
play. 

The game 
features a variety of options, 
and up to four people can play 
at once. Most interesting, 
however, is the player's ability 
to create different board shapes 
—imagine Othello played on a 
board where the comers are 
missing, and you get the idea. 

The most challenging 
games have almost always been 
the ones with the simplest mles, 
and Spot certainly fits-mto that 
category. If you're a fan of such 
games—whether or not you're 
amused by 7-Up's marketing 
pet — give Spot a close look. 

-}.L. 


Meretzky, whose earlier 
game credits include 
Hitchhiker’s Guide to the 
Galaxy, Leather Goddesses 
of Photos, and Sorcerer — 
titles impressive to any 
veteran adventure 


gamer. 

Developed by the 
newly formed Legend 
Entertainment Group 
and distributed by 
Microprose, the game 
has several features that dem¬ 
onstrate how much thought 

























STRATEGO 


TENNIS CUP 




For decades, the Milton 
Bradley board game 
Stratego has enter¬ 
tained both youngsters 
and adults with its 
chesslike strategy and 
clever elements of de¬ 
ception. Now there's a 
computer version that 
lives up to the original. 

Like chess, Stra¬ 
tego is a game of skill in 
which two players command 
variously ranked pieces on a 
board divided into squares .But 
Stratego is easier to learn than 
chess, and it has the added twist 
of concealing the rank of each 
piece until the moment of cap¬ 
ture. 

The computer version, 
from Accolade, successfully 
duplicates the look and feel of 
the board game, especially in 
VGA graphics. Pop-up menus 
let you choose three different 
styles of boards and pieces, and 
even make minor rule changes. 
(For example, you can switch 
on or off the ability of scouts to 
attack enemy pieces after 
moving two or more squares.) 

But the most significant 
new feature is the computer 


opponent. You can select five 
difficulty levels ranging from 
Sergeant (suitable for beginners) 
to Marshal (experts only). The 
computer is surprisingly ag¬ 
gressive, but what's even more 
astonishing is its occasional in¬ 
clination to gamble. In one 
game, I lost my marshal within 
the first ten moves to an attack¬ 
ing column led by a spy! 

Stratego isn't perfect — for 
example, the rank of an enemy 
piece is revealed and then hid¬ 
den again too quickly after a 
capture—but overall, it's a very 
satisfying translation of an old 
favorite. 

—T.H. 


Last year, for 
the first time 
since 1966, 
eight Grand 
Slam singles 
titles were won 
by eight differ¬ 
ent players. If 
Pete Sampras 
and Gabriela 
Sabatini can do it, so can you. 
So come on, pull on your 
brightest whites and lace up 
your best court shoes — Tennis 
Cup is the newest game in town 
and Grand Slam titles are yours 
for the taking. 

You start out ranked 33rd 
in the world and can work your 
way up the ratings ladder by 
winning exhibition matches, 
Davis Cup competitions, and 
Grand Slam tournaments. 

This Cup is overflowing 
with options — players can 
choose to play alone, to play 
against or with a friend, to cre¬ 
ate a computer opponent, to 
play in exhibitions or tourna¬ 
ments, and to select any of four 
court surfaces. As in most ten¬ 
nis games, the fast-moving ball 
is the center of attention no 
matter what surface you 
choose, so once you sharpen 
your reflexes, you'll be able to 
anticipate shots and get to the 
ball before it drops out of play. 


When it 
comes to mak¬ 
ing the point, 
your arsenal of 
shots is limited 
only by your 
PC joystick. 
Players have 
eight shot op¬ 
tions from 
three spots on the court, which 
doesn't leave much room for 
error with a clumsy joystick. If 
a baseline game is your forte, 
volley with dropshots, tricky 
topspins, or blistering down- 
the-line shots. If you're a net 
player, keep your opponent 
running with deep and 
dropshot volleys, and if you 
find yourself nose-to-nose at 
the net, pepper him with lobs 
and topspin shots just out of his 
reach. 

Tennis Cup's options and 
crisp graphics are limited by a 
split-screen perspective. Unless 
you're playing against a friend, 
the screen is crowded and con¬ 
fusing to watch. And if you're a 
big fan of women's tennis, you 
may be disappointed at the ab¬ 
sence of female players in the 
tournament lineup. 

Electronic Zoo's new 
game would be a good addi¬ 
tion to any sports game collec¬ 
tion, but beginners should work 
their way up 
to Tennis Cup 
with games 
like UBI 
Soft's Pro 
Tennis Tour, 
which are 
easier to play 
and more 
forgiving. 


















































FIRSTLOOKS 


TERRAN ENVOY 


FUTURE CLASSICS 




Leave it to our friends from 
down under to put a new twist 
on an old concept. In the rela¬ 
tively short history of PCs and 
videogames. Earth has been 
the usual target for belligerent 
extraterrestrials bent on galac¬ 
tic supremacy and the submis¬ 
sion of mankind. But in Terran 
Envoy, a new release from 
Australia-based Stratagem, 
Earth is visited by aliens seek¬ 
ing assistance rather than a 
new conquest. 

In Terran Envoy, Earth is 
contacted by the Ubber- 
menscha, the dominant form 
of life in this part of the galaxy, 
and asked to send an envoy to 
promote Earth's admission 
into the Galactic Community. 
After the most qualified can¬ 
didate — you, of course — is 
selected, a spaceship arrives to 
carry you from planet to planet. 
It's only after you board ship 
that you learn the real reason 
Earth was contacted: the 
Ubbermenscha need help in 
uncovering a political plot by 
a member of the Galactic Sec¬ 
tor Council itself. 

And just how does an 
Earthling go about discover¬ 
ing the identity of this traitor? 
Just like any private eye trying 
to break a case — with lots of 
legwork and plenty of ques¬ 
tions. Each alien you encoun¬ 
ter gives you one piece of in¬ 
formation free of charge, but if 
you want any more gossip 
you'll have to pay for it with 


various types of telepathic 
crystals. That means some of 
your time will be spent finding 
crystals to use in acquiring 
more information. 

So all you have to do is 
find enough crystals to bribe 
everyone on the Council, right? 
Not quite. For one thing, some 
species tend to lie at every 
opportunity. Also, for each 
species there are positive and 
negative crystals; give some¬ 
one the wrong crystal, and he 



may send you on a wild-goose 
chase. So it's up to you to fig¬ 
ure out which crystal each 
species prefers, and whether 
they will tell the truth even if 
you give them the appropriate 
crystal. 

If you distill the game, 
Terran Envoy is an advanced, 
interstellar version of the clas¬ 
sic board game Clue. The 
outer-space setting gives the 
designers a chance to display 
the strongest graphics in the 
game—the aliens — but adds 
the chore of finding unpro¬ 
nounceable planets in indis¬ 
tinguishable star systems. The 
characters' vague clues, com¬ 
bined with a poorly written 
instruction manual, make 
Terran Envoy a choice only for 
the hard-core gamer. 

—S.P. 


One of 1990's best deals in 
computer games has to be Live 
Studios' Future Classics. This 
package is an anthology of five 
games, and amazingly enough, 
they're all quite good. The de¬ 
signers have come up with a 
quintet that doesn't blaze any 
new gaming trails, but may set 
some standard for value re¬ 
ceived. 

Blockalanche is yet another 
3-D takeoff on Tetris, but with 
some interesting differences. 
If you make a wrong move, 
you'll shatter a plate of glass in 
a fairly convincing manner. 
Diet Riot is for those of us guilty 
of midnight refrigerator raids 
and the mass consumption of 
junk food. Being chased by 
greasy hot dogs and deadly 
mugs of beer is enough 
to make anyone swear 
off food for a week. If 
you can make it to the 
exercise areas and the 
health food, however, 
your cholesterol count 
may stay low enough 
to win. Lost ‘n Maze is, 
obviously enough, a 
maze, but it's rendered 
very well. The nice 
graphics really make 
you feel like you're ex¬ 
ploring a labyrinth. Tankbattle 
puts you in control of an attack 
tank, and the odds are decid¬ 
edly stacked against you. This 


game features some 
very realistic explo¬ 
sions. Finally, Diskman 
places you inside the 
computer, where you 
must contend with 
some very nasty vi¬ 
ruses, bombs, and 
killer magnets in a mad 
quest to back up your 
disk before it crashes. 
Hmm, that seems al¬ 
most too real for its 
own good. All the games al¬ 
low you to play solo, against a 
friend, or against one of three 
computer personalities in¬ 
cluded. 

It's not often that you find 
this kind of deal. Certainly, 
there are lots of bargain games 
out there, but they are, for the 
most part, fairly amateurish 
shareware packages picked up 
by a game company for its 
budget line. With really nice 
graphics, great sound (the Ad 
Lib is supported), compact (but 
very informative) instructions, 
and a wide variety of options 
for one or two players. Future 
Classics may indeed be a rare 
find in today's game market 
— it's a real bargain. 
























WONDERLAND 


MONTY PYTHON’S 
FLYING CIRCUS 



If the sum total of your ac¬ 
quaintance with Lewis 
Carroll's classic, Alice in Won¬ 
derland, comes from knowing 
all the words to "White Rab¬ 
bit," then now's the time to sit 
up and pay attention. Wbn- 
derland, from Virgin Master- 
tronic, brings to computers the 
enchantment of Carroll's 
Wonderland. Using a window 
interface, animation, music, 
and an excellent text parser, 
the game designers put you on 
the trail of that hurried hare in 
a wild chase through...well, 
that's for you to find out. Suf¬ 
fice it to say that your brain, 
and your funny bone, will be 
teased mercilessly as you try 
to make your way through the 
wonders of Wonderland after 
falling down a rabbit hole. 

You play the game by us¬ 
ing various windows to show 
where you are, where you've 
been, where you can go, what 
you have, what you can take, 
and what everything looks 
like. The animated graphics are 
charming and the automatic 
mapping feature is a real plus. 


especially after you've ven¬ 
tured any distance into the 
game. Although there are 
provisions for those who still 
like to type. Wonderland is 
primarily designed to be 
played as a point-and-click 
game with a mouse. Pull-down 
menus are available for just 
about any situation, from 
conversations to exploration. 
Beyond that, there are various 
options for saving, game setup, 
window size, and graphics. 

Wonderland is a game you 
won't want to keep to yourself. 
While it's sophisticated 
enough to satisfy adult players, 
it also has a playroom quality 
that will engross even the 
youngest child. It's not often 
that a computer game can span 
such a wide range of ages and 
interests, but Wonderland does 
it and does it well. The inter¬ 
face may require a bit of an 
adjustment for wizened PC 
game veterans, but the beauty 
and charm of the game make 
the effort worthwhile. 


Mr. DP Gumby of 
Battersea recently lost 
his brain during rou¬ 
tine surgery. Accord¬ 
ing to the attending 
physician. Dr. Enid 
Gumby, Mr. Gumby's 
brain burst, with four 
separate pieces run¬ 
ning from Dr. Gumb 5 /s 
Harley Street practice. 

While the police origi¬ 
nally termed the tragedy an 
"act of nature, with foul play 
not suspected," it has been 
learned that, indeed, kidnap¬ 
pers are holding Mr. Gumby's 
brain hostage, and demanding 
16 cans of Spam for each of the 
four pieces. 

Understandably, Mr. DP 
Gumby is beside himself (ac¬ 
tually a fairly normal state of 
affairs), but, armed with a huge 
supply of fish, is planning to 
set out in search of the Spam 
cans that will free his brain 
parts. 

If "The Ministry of Silly 
Walks," the argument clinic, 
and a dead parrot send you 
into fits of hysterical laughter 
(or cause even a gentle chortle 
or two), then Monty Python's 
Flying Circus from Virgin 
Mastertionic should certainly 
interest you. It's a basic arcade 
game, but it's got all the trap¬ 
pings of the wickedly hilari¬ 
ous television program. You 
are DP Gumby, the 
bellicose buffoon por¬ 
trayed by John Cleese 
on the show, in search 
of Spam-Spam-Spam- 
Spam...sorry — where 
did those vikings come 
from, anyway? The 
hunt for Spam takes 
you through scenes 
that Terry Gilliam 
would be proud of, all 
to the stirring strains of 


the Python march (particularly 
effective with an AdLib sound 
board). Along the way, Gumby 
is changed into other creatures, 
such as a fish or a boot with a 
head, as he tries to uncover the 
Spam while dodging an emi¬ 
nently strange assortment of 
creatures. 

Interspersed throughout 
the game are animated ex¬ 
cerpts from some of the most 
popular Python skits. Rest as¬ 
sured, you'll be able to iden¬ 
tify the Larch by the time you 
finish this game. The copyright 
protection scheme is even 
taken from the show—you're 
required to identify exotic 
cheeses. The off-the-wall lu¬ 
nacy of the original television 
program is impossible to com¬ 
pletely capture in a computer 
game. Monty Python's Flying 
Circus manages, however, to 
give you a taste (camembert or 
gouda?) of the fun. 



—G.M. 
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ANNUAL 


—M iten it comes to electronic entertainment, there is no activity more exciting today than the creative effort going into the design, 
development, and publication of personal computer games. To reward the very best PC game products, the editors of Game Player' s_ 
are pleased to publish our annual Game Player's PC Game Awards. In addition to our major award categories, we are also listing" 
those games that we feel represent the general excellence of PC gaming during the past year. 


PC GAME OF THE YEAR 
RAILROAD TYCOON 

(MicroProse) 

A complex but superbly playable simulation that recreates the 19th-century era of 
the great robber-barons of railroading. Addictive as a game, illuminating as a slice of history. 
Railroad Tycoon vividly depicts the tooth-and-claw age of Capitalism. 

Publisher: MicroProse. Game design by Sid Meier, with Bruce C. Shelley; computer graphics. Max 
Remington, III; sound and music programming, Ken Lagace and Jim McCoidcey; music composition, 
Jeffery Briggs. 


BEST PC ARCADE ACTION GAME 
WING COMMANDER 

(Origin) 

Simply the best space-combat simulation ever, combining the tense excitement of 
a great arcade shooter with a role-playing context of surprising depth and swashbuckling 
melodrama. Magnificent graphics, animation, and soundtrack. 

Publisher: Origin. Designed and directed by Chris Roberts; graphic system, Chris Roberts and John 
Miles; dogfight intelligence, Ken Demarist, III; original score, George A. Sanger and Dave Govett. 


BEST PC FANTASY 
ROLE-PLAYING GAME 
THE SAVAGE EMPIRE 

(Origin) 

Lushly beautiful graphics, coupled with a fine role-plajting interface, evoke those 
great old "lost world" tales from the heyday of the pulp magazines. An auspicious debut 
indeed for the "Worlds of Ultima" series! 

Publisher: Origin. Executive producer, Richard Garriott; producer, Jeff Johannigman; co-designer and 
lead programmer, Stephen Beeman; co-designer and writer, Aaron Allston; artists, Keith Berdak and 
Daniel Bourbonnais. 


Railroad Tycoon from MicroProse 
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''Figlifer Pilot for a Day" Sweepstakes 

^ ' ■ WIN a FREE Trip to 

Air Combat USA in Fullerton, Californio 
.Miprn Authentic Afr Combat Techniques 

__ Fly Your Own Dogfighting Mission 

Your Local Retailer for Contest Details 
- . Cain-800-227-6900toOrder 













[X Attack Chopper from Elec 


BEST PC GRAPHIC AD\/ENTURE GAME 
CIRCUITS EDGE 

(Infocom/Activision) 

An intelligent, literate, and thoroughly compelling sci-fi role-playing game. Circuit’s Edge 
is the best cyberpunk game yet released. This shows what can happen when good authors get to 
participate in game design. 

Publisher: Infocom/Activision. Original story and text, George Alec Effinger; software design and programming, 
Westwood Associates; game design, Michael Legg and Michael Moore; programming, Michael Legg and Joe Bostic; 
artists, Aaron Powell and Maurine Starkey; sound and music, Paul S. Mudra; director, Brett W. Sperry; art director, Louis 
Castle; producer, Scott Berfield. 


BEST PC PUZZLE GAME 
THE FOOLS ERRAND 

(Miles Computing) 

One of the best puzzle games ever produced — everything from mazes to cryptograms 
worked into an elaborate, witty narrative, and presented with exceptional graphic flair. 

Publisher: Miles Computing. Created by Cliff Johnson; product manager, David J. Weiss; producer, J. David 
Koch; programming director, Ivan Manley, Manley & Associates; game programming, Doug Deardorff, 
Synergistic Software; product supervisor, Paul Mithra; computer artist. Brad Parker. 


BEST PC SIMULATION GAME 
LHX ATTACK CHOPPER 

(Electronic Arts) 

A flight simulator that offers a nearly ideal blend of challenge and reward, LHX also offers 
a creative and wonderfully varied menu of combat missions. Great fun! 

Publisher: Electronic Arts. Designer and programer, Brent Iverson; additional programming by Andre 
Gagnon, Scott Cronce, Rick Tiberi; producer, Paul Grace; graphics, Coimie Braat and Cynthia Hamilton; 
music and sound effects, Dave Warhol; technical direction, Scott Cronce; product management Susan Goerss; 
art direction, Nancy Fong. 


BEST PC SPORTS GAME 
PGA TOUR GOLF 

(Electronic Arts) 

Professional golfing from a television camera's point of view, complete with zooms, 
pan-shots, and on-screen bulletins. There are a lot of good golf simulations, but this one is 
outstanding. 

Publisher: Electronic Arts. Software design and programming, Lee Actor and Dennis Koble; graphics and 
animation, Wilfredo Aguilar; music and sound effects, Nic Tenbroek; producer, Don Traeger; product 
manager, Zina Yee; graphic arts director, Nancy Fong. 


BEST PC STRATEGY GAME 
ISHIDO 

(Accolade) 

A synthesis of classic stone-and-board games from several cultures. Simple rules, deep 
strategy, and truly elegant graphics. A classy production, surely destined to become a classic. 

Publisher; Accolade. Designed by Michael J. Feinberg; producer. Brad Fregger; technical design, Ian Gilman; 
graphic artists, Michael Feinberg, Brodie Lockard, Sheryl Knowles, Bonnie Borucki, Michael Sandige, 
Carolly Hauksdottir; programming by Michael Sandige. 






















WORKING 
IN THIS 
T0yii<O)Ry 
HAS ITS 
UPS AND 
DOWNS. 

Tired of the same old 9 to 5? Then it's time to punch in 
for the Night Shif^dit Industrial Might and Logic. And 
take control of the wackiest, wildest, toy-making machine 
you've ever imagined. 

Here's your chance to punch out DarthVader.™ 

Or Luke Skywalker™ Indiana 
Jones™ even Zak McKracken™ mini¬ 
ature dolls of your favorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 
Furry pests. And of course |||n||Q|:|| 
the machine hardly ever 









BEST PC WARGAME 
HARPOON 

(Three-Sixty) 

The most detailed, authentic, and convincing simulation of modem naval warfare yet 
devised. Harpoon redefines the outer limits of PC wargaming, and its many add-on scenarios make 
it a game for a lifetime. 

Publisher: Three-Sixty. Published by Game Designers Workshop; design team, Larry Bond, Don Gilman, Leslie 
Hill, Mike Jones, Becky McGuire, Gordon Walton; music programmers, Leslie Hill, Becky McGuire, Mike Jones, 
Gordon Walton, Rob Brannon, Scott Cronce; sound and music programmers, Mark Biefuss, Kelly Furgason, 
Martin McCreary, Rob Braimon, Gordon Walton, Bill Hause. 



PC EXC0JMIAWM2DS 

ABC Monday Night Football (Data East) 

Bad Blood (Origin) 

Balance of the Planet (Chris Crawford Games) 

Budokan (EA) 

Centurion (EA) 

Command HQ (MicroPlay/ MicroProse) 

Conquests of Camelot (Sierra) 

Countdown (Access) 

Dark Heart of Uukrull (Broderbund) 

DragonStrike (SSI) 

F-15 Strike Eagle II (MicroProse) 

The Game of Harmony (Accolade) 

Hero's Quest (Sierra) 

Jack Nicklaus Unlimited Golf & Course Design (Accolade) 

Knights of Legend (Origin) 

Leisure Suit Larry III (Sierra) 

Les Manley in: Search for the King (Accolade) 

Links (Access) 

Loom (Lucasfilm) 

Moonbase: Lunar Colony Simulator (Wesson International) 

Populous (Electronic Arts/Bullfrog) 

Prince of Persia (Broderbund) 

Scrabble, Deluxe Version (Parker Brothers) 

Second Front (SSI) 

Secret of Monkey Island (Lucasfilm) 

Silent Service II (MicroProse) 

Starflight 2 (Electronic Arts/Interstel) 

Sword of the Samurai (MicroProse) 

Test Drive III: The Passion (Accolade) 

Their Finest Hour: Battle of Britain (Lucasfilm) 

TV Sports Football (Cinemaware) 

Ultima VI (Origin) 

Where in the World is Carmen Sandiego? Deluxe Edition (Broderbund) 

Wonderland (Virgin Mastertronic) 

(Selections for the 1990 Game Player's Awards include games received for review by Game PlayeP s 
prior to November 26,1990. Games received during the final month of 1990 will be eligible for the 
1991 Awards. Computer game awards are based on PC versions only.) 
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Agent Frank McBain is dead...but 
why did they pin it on you? You've 
just 96 hours to find out...crack an 
international spy ring...and prevent 
an INTERNATIONAL DISASTER. 


Y ou're American agent Mason Powers 
and you’ve just intercepted an ultra 
secret message about an international 
terrorist group. Just as you’re 
about to brief CIA Section Chief, 

Frank McBciin, everything goes 
black...and you wake up in a 
remote prison hospital in 
Turkey...with no memory of 
what happened and charged with 
the murder of Frank McBain! 


AM( 
> GRA 

-.Interacts 
"1. Espior 
Inti 


Who set you up? Who is trying to 
kill you? And why do you feel such intense 
urgency"! The Countdown has begun...and 
you'd better find the answers fast. 

If you break out of the hospital you’ll set 
out on an interactive adventure of intrigue and 
espionage taking you from Istanbul to 
/laris...with both agents and terrorists in hot 
pursuit. Interview different characters which 
converse, animate and respond (some 
actually talk!)...use your hand held computer 
to search for key evidence...gain valuable 
clues in realistic Motion Graphics flashbacks! 

But can you complete your mission in 
time to avoid global disaste/! 

Motion Graphics* 

^ Countdown is brought to you by Access 
Software...the same madmen who brought you 
Mean Streets. You’ll experience movie-quality 
Motion Graphics action...with 256-color 
screens that bring new meaning to VGA. Add 
RealSound high-quality digitized sound 
effects and you’ve got an interactive movie 
that will involve you totally..mind, body and 
soul. 

Start the Countdown ...and live the ultimate 
interactive movie. 


*So Realistic, you’ll think you’re there 

Countdown features breathtaking J/ohon Grap/i/cs...combining stunning 256-co/or 
movie-quality graphics with W*'/”, the revolutionary technology that gives 
you astonishing digitized sound effects, music and speech without hardware. 
Countdown also supports the major sound boards. 


To experience COUNTDOWN, 
visit your retailer or call 

^ 1-800-824-2549 


TOLL FREE 

(Credit Card orders only) or clip and return the order form 



3mJm SOFTWARE INCORPORATED 
545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-2989160 


ORDER FORM 

CYES! I want to dear my name and prevent a Global Disaster . . . with the breathtaking 
reality of Motion Graphics 256<olor graphics and digitized sound effects. Please rush me 
my copy of Countdown. Satisfaction Guaranteed. 

□ 5 1/4-inch Disk □ 3 1/2-inch Disk - 

FTi've enclosed $59.95 as payment in full. Address - 

n Charge this order to my: _ 

n VISA [J MasterCard U American Express city _ 

CardNo._„- State_!_ Zip _ 

---- Mail to: ACCESS SOFTWARE INCORPORATED 

Signature_ 545 West 500 South, Suite 130, Bountiful, UT 84010 

(all orders roust be signed) 
























n March 15 in 
the year A.D. 
2629, the Ter- 
ran explora¬ 
tion vessel la- 
son, engaged 
on a routine 
survey mis¬ 
sion in the 
Vega Sector, 
encountered a 
spaceship of unknown origin. 
The lason's skipper beamed a 
standard signal of greeting and 
non-belligerence, then waited 
for a response from the alien. 
After 20 minutes, the reply 
came — a blast of firepower 
that vaporized the Earth ship 
and her entire crew. 

That was humankind's 
first encounter with the ag¬ 
gressive and pitiless Kilrathi, 
a warrior race that resembles 
giant tabby cats, refers to hu¬ 
mans as "monkeys," and has 
an insatiable appetite for in¬ 
terstellar conquest. 

Now, 25 years later, the 
war is stalemated, with both 
sides waging a costly all-out 
campaign to wrest control of 
the Vega Sector. The man¬ 
power and resources of the 
Terran Confederation have 
become stretched almost to the 
breaking point. If the Vegan 
campaign is lost, the Kilrathi 
will roll forward with renewed 
vigor and the fate of humanity 
itself may hang in the balance. 

This is where you, the 
game player who has just 
booted up Origin's spectacu¬ 
lar Wing Commander, come in. 
You're a young rookie pilot 



Wing Commander 

WILLIAM R. TROTTER 



Spectacular and elaborate 
dogfight scenes are the most 
dramatic feature of Wing 
Commander, but its qui¬ 
eter virtues are impressive 
as well. 


assigned to the Tiger's Claw, a 
7,000-meter-long Bengal-class 
strike carrier with a comple¬ 
ment of 104 fighters. You 
hardly have time to meet your 
squadron mates before you're 
sent out on your first mission. 

Your first few missions are 
flown in a Hornet light fighter 
— fast, maneuverable, but 
somewhat lacking in punch. 
You'll learn that, until you de¬ 
velop your own flying style, 
and the controls of the Terran 
ships become an extension of 
your own hands, brain, and 
will, you'd be wise to fly by 
"The Book." You'll also learn 
that the Kilrathi are skilled, 
fanatically brave adversaries 
who outnumber the Terran pi¬ 
lots by about three to one. 

If you survive your first 
few missions, and rack up a 
respectable number of kills, 
you'll be transferred out of 
Hornets and into a Scimitar- 
class medium fighter. It's at 
this point that the missions 
become really difficult, as you 
are sent into Kilrathi forma¬ 
tions whose ships not only out¬ 
number your party but are also 
more powerful than your own 
ship. You'll also be sent after 
strategic targets — transports 
full of munitions and rein¬ 
forcements, always guarded 
by swarms of escorts. You'll 
wish, over and over again, for 
a faster, better-armed ship, but 
until you prove yourself in the 
Scimitar—a "fighter designed 
by a committee" in which all 
the factors of firepower, speed, 
and armor are dictated by 

































1 Side- 

r winders. 

' Pavewayll’s 
'' JP233sand 
' Durandals. 

^ With Strike Aces,” 
^ youU drop potent 
payloads from 6 of the world s 
most powerful strilse aircraft. 


aviations most coveted prize — the 
Curtis E. LeMay trophy. 

Customize or auto¬ 
arm each strike aircraft with a 
devastating warload. Pilot an 
F-lllF Aardvark, F-15 Strike Eagle, 
F-4E Phantom, Panavia Tornado, 
MiG 27 Flogger or a Saab AJ37 
Viggen — taking out targets and 


bogeys. 

eys? You bet. Engage 
: combat 
with seven deadly 


refueling—essential for all strihe air¬ 
craft. Miss a drink, scrub a mission. 


Fulcrum, MiG 31 Foxhound, 
Mirage 2000 or SU 27 Flanker. 

All told, Strike Aces offers 13 
international warplanes perform¬ 
ing with unsurpassed, polygon- 
fill realism. So don’t be surprised 
when something else drops. 

Your jaw. 

How to order; Visit your favor¬ 
ite retailer or call 800-245-7744. 

xr-rr^i \rM— 

The best in entertainment software.” 


interceptors: The F-14 Tomcat, 
F-16 Falcon, F-5E Tiger II, MiG 29 


answer one question. 

Who is the world’s top bomb¬ 
ing squadron? 

The SAC bombing 
competition will decide the issue. 
Sixteen precise missions, or those 
you construct with the "Mission 
Design” feature, will determine 
who goes home with military 












scenes, how¬ 
ever, you have 
the option of 
skipping it once 
you've seen it 
enough. 


compromise 
— you won't 
be able to ad¬ 
vance to a bet¬ 
ter class of 
ship. 

The mid-level missions in 
Wing Commander are a 
"branching" program — i.e., 
the results of certain critical 
missions dictate the path the 
game scenario will take in sub¬ 
sequent missions. It's possible 
to play and save, play and save, 
and just bash your way 
through to ultimate victory by 
sheer persistence, but if you 
do, you'll miss some of the 
dramatic and creative high 
points of the game. 

If, for example, the cam¬ 
paign starts to go badly, you'll 
actually see the interior of the 
Tiger's Claw grow lonelier and 
dingier. Kilrathi raids get 
closer. Cut-away vignettes 
show bloody Kilrathi victories 
at various Terran bases in the 
Vega Sector. And eventually 
you'll have to scramble to re¬ 
pel a massive attack on the 
Claw herself. If the worst hap¬ 
pens, you'll see a horrific sight 
— your ship being blown to 
pieces by a horde of taunting 
"furballs," leaving you and 
your surviving mates to drift 
helplessly in space until the 
oxygen runs out. 


ANGST INCLUDED 

If Wing Commander were only 
a dogfighting game, a kind of 
super-arcade extravaganza, it 
would still be one of the most 
gripping computer simula¬ 
tions ever released—but it's a 
lot more than that, for the heart¬ 
stopping combat sequences are 
embedded in a solid role-play¬ 
ing context. You get to know 
the other pilots (several of the 
deadliest ones are female, be it 
noted to Origin's credit), each 
of whom has a personal style 
of flying and each of whom 



In between missions, relax in the pilots' bar, where you can try new tactics in the 
training simulator or chat with Shotglass, the ever-empathetic bartender. 



You'll go out first in a Hornet. Not 
heavily armed, but fast and nimble, 
the Hornet will get you into range and 
out of trouble very quickly. 



On escort missions, you'll have to 
hang around in dangerous areas until 
the transport you're escorting jumps 
into hyperspace. You'll know the in¬ 
stant that happens. 



Few missions are scarier than a dogfight in a 
worry about the rocks as well as the enemy. 


! asteroid field, where you have to 
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Although 
Wing Com¬ 
mander will 
doubtless find 
its biggest au¬ 
dience among 
males, it is not 
asexistgame — 
some of your 
besj_^ "win^j 


can give you 
some point¬ 
ers. You even 
get to know 
the enemy, 
since you will 
occasionally encounter Kil- 
rathi aces whose flying styles 
and personalities are part of 
the whole gestalt. 

Especially poignant is the 
moment when you finally 
shoot down a worthy foe such 
as Bahktosh Redclaw. As your 
neutron cannon rounds rip 
pieces from his engines, he 
cries out over the open radio 
channel, "You shall not put 
me in that vacuum!" And then 
with your final burst causing 
his vessel to erupt into a boil¬ 
ing cloud of plasma, you hear 
him scream: "Aiee! The Void! 
The Voi...." 


%■ 




One of the more common enemy craft 
is the saucer-shaped “Dralthi" fighter. 
It's a big target, and it's vulnerable 
too...unless it's coming at you head- 



Fail in a mission, and 
you'll get chewed out by the 
C.O. Lose a wingman, and 
you'll have the sad experience 
of viewing hisorherfuneralin 
space — Wing Commander is 
filled with dramatic animated 
sequences that give it genuine 
role-playing depth. You even 
get to witness your own death 
(from two angles, no less) and 
funeral. 

Not all of your colleagues 
will be totally reliable or safe 
to fly with — another realistic 
touch. One in particular, a hot- 
blooded young buck nick¬ 
named Maniac, will disobey 
orders sometimes just to rack 
up more kills for his personal 
glory, and thereby jeopardize 
the mission. He may even 
shoot you down if you get in 
his way while he's diving at 


the enemy. Although your first 
instinct may be to go to the aid 
of your wingman whenever he 
or she calls for help, you may 
get so fed up with Maniac that 
you just leave him to get him¬ 
self out of trouble, while you 
continue on with the mission. 
Just as in real life, it's your call, 
and the variables in the pro¬ 
gram make some of the choices 
pretty tough. 

In contrast to Maniac, 
there are pilots who are so 
steady and reliable that you 
want to keep flying with them 
throughout the whole game. 


And when one of them gets 
blown into kitty litter, you may 
feel a surprising pang of loss 
— quite a tribute to the role- 
playing gestalt of Wing Com¬ 
mander. 


INTERACTIVE CINEMA 

Wing Commander shamelessly 
—indeed, gleefully—borrows 
many of its design elements 
and much of its imagery from 
Star Wars and a host of lesser 
space operas. And goodness 
only knows how many thou¬ 
sands of feet of real dogfight 



The heavier classes of Kilrathi fighters are very tough to bring down. Fortunately, 
you rarely meet them untilyou've graduated to oneof the better-armed Confedera- 



Wnenftying escort, stay close to your big ship and don t let me enemy oait you into 
a long-range pursuit. Once the transport has "jumped," you'll be free to engage 









































^ou really have to 
see it to believe it." 

Computer Entertainer 






t's like an Arabian nights movie come to life . . . with you as the star! In Prince of Persia, you'll 
plunge into an exotic world of challenging puzzles, tumultuous action and animation so fantastic it 
has reviewers reaching for superlatives: 

"(★★★★/★★★★) Incredibly realistic.... The adventurer character 
actually looks human as he runs, jumps, climbs and hangs from 
ledges." 

Computer Entertainer 

"An unmitigated delight. .. comes as close to (perfection) as any 
arcade game has come in a long, long, long time ... what makes this 
game so wonderful (am I gushing?) is that the little onscreen character 
does not move like a little onscreen character—he moves like a 


"Superb double-high-resolution graphics images and responsive, 
smooth animation work beautifully together to create an almost 
cinematic experience." 

inCider/A+ 

"A tremendous achievement. .. Mechner has crafted the smoothest 
animation ever seen in a game of this type. 

"Prince of Persia is the Star Wars of its field." 

Computer Gaming World 

But don't take their word. You really do have to see it to believe it. 


Broderbund® 


3re information about Broderbund Software 
jr products, call us at (800) 521-6263. 


Available for IBMYPC/Tandy® and 100% compatibles, Amiga® 
500/1 060V2000/3000; Apple® lle/llc/llc Plus/Ucs. 

Suggested retail price: Apple, $34.95; IBM and Amiga,$39.95. 


‘Requires Kickstart 1.2 or higher. 






























footage de¬ 
signer Chris 
Roberts must 
have viewed 
when plan¬ 
ning the com¬ 
bat missions. 
The cinematic 
look of the film is fully com¬ 
plemented by a thundering 
musical score. According to 
Origin, one of the design goals 
of the program was to create 
the closest possible analog to a 
big-screen movie experience, 
with the player as the star. This 
is a goal many simulations as¬ 
pire to — and none comes 
closer to being a true interac¬ 
tive movie than Wing Com¬ 
mander. 

When searching for adjec¬ 
tives to describe the graphics, 
this reviewer must fall back on 
a word that is overused and 
seldom truly deserved: awe¬ 
some. The illusion of flying 
through a three-dimensional 
void is at times quite spooky 
(try cutting off the lights while 
you play) — nebulae twist in 
cold blue vortexes, suns flame 
against a velvet, star-dusted 
night, and asteroids loom in 
front of your ship like wreck¬ 
ing balls hanging in space. 

Missiles, laser blasts, 
damage effects, explosions — 
all of these are handled with 



One mistake, one hesitation, one too 
many bursts on the afterburner, and 
your pilot buys the hydroponic farm. 
You also get to see you rself die from an 
outside point of view, if you're curi- 


uncanny — at times almost 
unnerving — realism. The 
dogfight programming sets a 
new standard — not only does 
your own ship maneuver and 
shoot in an utterly convincing 
manner, but both allied and 
enemy ships under computer 
control behave with an aston¬ 


ishing degree of seeming in¬ 
telligence. You'll have to be¬ 
come one hot pilot to survive 
most of these missions, able to 
hit a target even while zigzag¬ 
ging and spinning wildly, able 
to know just when and how 
long to use your afterburners 
and when to break off action to 
let your weapons recharge. 

Players who have become 
frustrated with high-tech flight 
simulators — in which you 
spend most of your concentra¬ 
tion just keeping the plane in 
the air and on course — need 
have no fear. These space 
fighters are about as easy to fly 
as a World War 1 Spad: a joy¬ 
stick, a gun sight, a fuel gauge, 
a weapon- selector switch, and 
that's about it. The computer 
even takes care of navigating, 
take-offs, and landings. You're 
free to fly and fight. Learning 
how to survive, much less 
emerge from some of these 


bloodbaths with your skin in¬ 
tact, is a much tougher propo¬ 
sition. 

Some of the melee scenes, 
in which six, eight, or even 
more spacecraft are twisting, 
firing, exploding, and rolling, 
are simply breathtaking. Ori¬ 
gin provides several function- 
keys that allow you to view 
the action from different angles 
— and an updated edition of 
the game, due out in early 1991, 
will even have a "tape" option 
that will let you record your 
most satisfying victories and 
play them back. 

Despite the size and epic 
scale of the program. Wing 
Commander is gratifyingly easy 
to play. The basic commands 
and functions are quite small 
in number, as are the moves 
and tactics necessary to fly 
your space fighter. Origin's 
documentation — presented 
in the form of the T iger’s Claw's 



If the campaign begins to go badly, narrative screens will appear to illustrate the 
strategic consequences of the battles you’ve been losing. 



In between missions, talk to the other pilots. They have valuable tactical advice to 
give, including tips that could save your life. 
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T he Harlem Globetrotters bring their brand of high-speed action to the court on 
your Nintendo Entertainment System. With all the finesse you'd expect from 
top professionals, plus famous trick passes like the heel kick and incredible trick 
shots like the full-court hook - you've got basketball game play like you've never 
seen it before. So, if you're looking for a nice game, then buy just any old basketball game. 
But if you're looking for the ultimate challenge, then get Harlem Globetrotters Basketball! 


Gjam^k* 


CNinTendoQ 


1990 GameTek/IJE., Inc, All rights reserved. Harlem Globetrotters® ©1990 Harlem Globetrotters, A Division of International Broadcasting Corporation. 
Harlem Globetrotters is a registered trademark of Harlem Globetrotters, A division of International Broadcasting Corporation. All rights reserved. 
Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. 
















Hardware requirements: 
Dual floppies or hard drive; 
640K minimum memory; 12 
MHz or faster; joystick or 
mouse; supports 256-color 
VGA/MCGA, EGA, and 
Tandy graphics; supports 
Roland, Ad Lib, and Sound 
Blaster. 


' if you shoot down t 
comrades (and worst 
shoots you down). 


le of them 


own daily newspaper, "Claw 
Marks" — is as well-designed 
as every other element of this 
precedent-shattering game. 
There are valuable discussions 
of tactics, weapons, and per¬ 
sonnel, along with the basic 
instructions. 

One small quibble 
emerges from the tactical dis¬ 
cussion: "The Book" recom¬ 
mends using "Sit-n-Spin" or 
"Sit-n-Kick" maneuvers in 
which you must suddenly shut 
off your engines and let the 
enemy shoot past you and into 
your waiting gun sights. Fine 
in theory, perhaps (these tac¬ 
tics were used with great suc¬ 
cess by British Harrier pilots 
during the Falklands War, in 
fact), except for one small 
problem: The program pro¬ 
vides no keystroke that will let 
you shut off your engines sud¬ 
denly. All you can do is decel¬ 
erate over a period of several 
seconds. And every time we 
tried it, we were turned into 
cat food by the enemy. Per¬ 
haps this feature will be added 
to subsequent editions. 

Readers should note that 
Wing Commander was de¬ 
signed to take maximum ad¬ 
vantage of the fastest and most 
powerful home computers. To 
get the most from the 3-D 
graphics, sound, and stun¬ 
ningly good animation, you 
really do need VGA, a sound 
board, and the best joystick 
you can find. Ideally, you 
should also have a 386/16 
computer too, but if you don't 
mind a certain amount of 
jerkiness in the more compli¬ 
cated melee battles, a 286/12 
will do fine. 

Wing Commander uses as 
much free RAM as possible on 


If the Confederation wins the Vega campaign, the game's finale is a stirring victory 
sequence. Do these space Marines look familiar? 


the player's system. Any 
memory-resident programs 
will compromise the action, 
and regardless of the amount 
of memory on your machine, 
you must have at least 550K free 
in order to run the simulation. 

Origin has created the fin¬ 
est dogfight simulator ever 
developed, no matter what 
genre. Wedded to the white- 
knuckled combat scenes is a 


role-playing framework of 
glorious, Walter Mitty melo¬ 
drama and surprising depth. 
The whole concept is carried 
out by means of stunning 
graphics and animation. It is, 
in short, a virtuoso, drop-dead 
sensation, and the closest thing 
yet to a genuine interactive 
movie for your PC. 

GP 


Don't worry about landings — no matter how badly shot up you may be, the 
computer will bring you home, fust navigate to one end of the carrier and request 
landing clearance. 


The amount of damage you sustained on each mission can be seen m the hangar 
sequence that concludes a mission .Your mechanic may also say a few choice words 
— he's great at stating the obvious. 
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Eye of we Beholder 


Explore AD&fD® Computer 
Fantasy Role-Playing 
Like Never 
Before! 


.-mjr 

❖ BM&AlinGA! 

❖ CLIEBOOK! 


I ntroducing Eye OF WE Behojoek 
volume 1 oftheflrsigfapfifcal^ 
based AD&D computer ^tasy 
role-playing saga-IheLEGEnn^RiEs! ■ 
Stunning 3-D graphics and explosive 
sound deliver mesmerizing face-to-face 
combat and encounters! 

Easy "point-and-click" co mm ands 
and 3-D point of view create a "you are 
there" feeling ttemigboiit your entire 
adventure. Everything you experience, 
including movement, spell-casting and 
combat, is from yow point of view! 


ADfifD computer fantasy role-playing 
has never been like this! 

"Legend has it there's a criminal 
conspiracy hiding in the Waterdeep 
sewers. Is this true? Well, if someone is 
hiding down here, we're going to Bnd 
them... and destroy them!" 


^1! 


To order: visit your retailer or call: 
1-800-245-4525, in the U.S.A. Si Canada, t 
charge on VISA or MasterCard. 

To receive SSI's complete 
product catalog, send $ 1.00 
to: SSI, 675 Almanor Avenue, 

Suite 201, 

Sunnyvale, CA 94086 


STRATEGIC SIMULATIONS, INC. 









) far, we've 
, been granted 
the opportu¬ 
nity to drive 
everything 
from a Lam- 
b o r g h i n i 
Countach to a 
Ferrari Testa- 
rossa, and 
even a couple 
of old muscle cars. We've been 
able to race across generic ter¬ 
rain, or stick to the California 
coast from Oregon to Mexico. 
And we've experienced the 
joys of oil slicks, debris, and 
annoying police officers. 

This time, we have even 
more. 

Test Drive III is the latest 
installment in Accolade's im¬ 
mensely popular series of 
driving games. From the be¬ 
ginning, the Test Drive series 
concentrated on a behind-the- 
wheel perspective on driving 
cars most of us can only dream 
about owning, and each pack¬ 
age in the series has offered 
increasingly realistic graphics 
and simulation detail. Realis¬ 
tic, that is, as far as we can tell: 
Who knows, after all, what it's 
really like to go hurtling around 
in a Pininfarina Mythos? 
Which is precisely what we 
can do in Test Drive III. Three 
new cars are available: the $2.5 
million Mythos; the Lambor¬ 
ghini Diablo, which rings in at 
a mere $200K; and a brand- 
new Chevy. 

What? A Chevy? Amer¬ 
ica's automotive definition of 
practicality? 


Test Drive III: 
The Passion 

niEIL RANDALL 





MYTH05 a 

Pininfarina a 


3do nor^fpouift-^ 5;'io tpm 
Toique: 354 ID ft iS 4500 tpm 
DiiMetiain: 5-speed manual 
Performance 


Press itnreti to sesecf 


Checkout the features of the $2.5 million Pininfarina Mythos when they scroll by, 
because you'll want to take advantage of all of them. 


Not exactly. This Chevy 
is the Corporate Experimental 
Research Vehicle III, otherwise 
known as the CERV III. A dis¬ 
tant cousin of the Corvette, the 
CERV is priced at $400K, and 
its most impressive character¬ 
istic is its proliferation of com¬ 
puter hardware. According to 
TDIII's useful manual, the 
CERV's vital mechanical ele¬ 
ments, including steering 
throttle and transmission, are 
interactive, dependent on a 
computer that's somewhere in 
the car's nose. Apparently, the 
car can do such neat things as 
corner perfectly on a wet patch 


of road simply by having the 
on-board computer read road 
conditions and adjust steering. 
The CERV's only strange fea¬ 
ture is its automatic transmis¬ 
sion. 

The Lamborghini Diablo 
is designed to replace the 
popular Countach, the car of¬ 
fered in the original Test Drive. 
It's a 485-hp mini-rocket, with 
a top speed of 202 mph. The 
Diablo is purported to go from 
0-60 in about 4 seconds. Like 
the Countach, the Diablo is a 
great-looking car, and prob¬ 
ably safe from theft because 
it's so easy to find. 


The Pininfarina Mythos is 
pretty well one-of-a-kind. Its 
$2.5 million price tag makes 
most of us think twice about 
putting off that 80-meg hard 
drive purchase. The Mythos is 
in Ferrari's 12-cylinder line, 
and it looks a bit like a bubble. 
With a top speed of 180 mph 
and a 0-^ rating of 6.2 sec¬ 
onds, it lags in performance 
behind the other cars in this 
simulation. But it's extremely 
user-friendly, so maybe it's the 
interface that's costing all that 
money. 


MORE AND BETTER 

The three cars are amazing — 
but what else does TD III have 
to offer? And is it worth the 
extra money it'll take to move 
up from Test Drive III 

Test Drive III is very 
clearly a strong upgrade of the 
Test Drive system. Players who 
liked the original package well 
enough to buy (and like) the 
second in the series should 
strongly consider buying 
TDIII. Conversely, if you didn't 
like the first two, you're not 
going to like this one—it's the 
same type of simulation. The 
enhancements in the new 
version, however, like those 
made in TDII, make the 
simulation both more realistic 
and more interesting than its 
predecessor. 

You start by choosing the 
car you wish to drive and the 
scenery through which you'll 
drive it. Right now, the only 
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Three New Fantasies Prom MicroProse, 
Only One Of Them Is Make-Believe. 



F-117A NIGHTHAWK 


f-117ANii 


Fiahter 2.1 


I Is fa^itastic. 


thoroughly- researched, 
sophisticated simulation of 
America’s radar-elusive jet. 
New scenarios (including Iraq 
more powerful weapons and 
even better graphics than in 
F-19, the game the Software 
Publishers Association voted 
Simulation of the Year in 198i 


technologically advanced 
helicopters. Evaluate six types 
of choppers and select the five- 
chopper squadron you want for 
each of hundreds of authentic 
missions. Learn what would 
really happen in a war with Iraq! 


DARKLANDS. 


Make-believe is best when it’s 


believable. That’s why Darklands is 


so exciting. It's a fantasy role-playing 
quest through medieval Germany 
re-created just the way medieval 
Germans actually believed it to be. 
The troubled realm cries out for a 
true hero to deliver it from its i 

demons, alchemists, superstitions, j 
unholy religions and a whole host of I 
other fantastically believable 
challenges. 


For the latest information on release 


MicroProse Customer Service at 
301 771 -1151. © 1990 MicroProse 
Software, Inc., 180 Lakefront Drive, 
Hunt Valley, MD 21030. 
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„ You’ve fantasized about it. 
11 A i Now, in Gunship 2000, it's 

“ ® ® ® dream. 1 

•r ^ V and command a squadron 

Pilo 

of 




ENTERTAINMENT* SOFTWARE 


Join the MicroProse Squadron and win exciting prizes from these great companies. 

CompuServe Roland' 0Hayes I^MOdinCH 



























This, folks, is a $400,000 Chevy. Yes, correct. And, on paper at least, it beats the 
Diablo and Mythos hands down. 


course is a five-leg journey 
from the Pacific Coast to 
Yosemite, but, as with all Test 
Drive products. Accolade will 
soon release extra car and 
scenery disks. You next go to 
the Driver menu and 
determine the difficulty of your 
drive. At levels 1-3, the car 
will auto-shift, while level 9 
features the highest degree of 
difficulty. At the higher skill 
levels, the computer-con- 
trolled cars (if you've selected 
them as competition) are faster 
and nastier, as are your chances 
of damaging your own car. 

The last decision you must 
make is whether to race against 
the clock, against computer- 
controlled opponents, or 
against friends. Up to four 
player-drivers can participate, 
but each drives the same kind 
of car at the same level of 
difficulty. It's a strong idea, 
but it will work even better by 
modem, should Accolade ever 
decide to go that route. 



The Driver Options screen shows the 
car you've chosen, and lets you select 
your difficulty level. From here, you 
also choose the clock, the computer, or 
your friends as opponents. 


At last it's time to drive. 
You accelerate by using the up 
arrow, brake with the down 
arrow or space bar, and turn 
left and right by using the 
arrow keys. With the numeric 
keypad, use the corner arrows 
to accelerate or decelerate 



The scenes hereand at the checkpoints 
are gorgeous. They almost make you 
want to turn off your computer and 
drive to the West Coast. 


while turning in the chosen 
direction. If you use a joystick, 
the directions correspond to 
those on the keypad. At levels 
1-3, that's all you need to 
know. 

These three levels provide 
automatic gear-shifting. 
Beyond level 3, though, you'll 
have to learn how to shift gears 
yourself. On the keyboard, 
press A to upshift and Z to 
downshift. With a joystick, 
upshift by holding the stick 
forward and pressing the fire 
button, and downshift by 
pulling back and pressing it. 
Except for a few little details— 
like how to speed up into a 
curve, how to negotiate a tight 
turn, when to use your 
headlights and windshield 
wipers, and whether it's worth 
turning off the road to find a 
shortcut. In other words, 
you're faced with the details of 
real driving. 

And one more thing — 
there's a cop around every 
curve. 

As in the previous 
installments, the police are 
your greatest problem. For 
some reason, they object to cars 
exceeding the speed limit by, 
say, 100 miles per hour or more. 
They'd much prefer that you 
slow down and stick to the 
speed limit. But 55 mph is 
torture — especially in these 
cars—so your only choice is to 
outrun them. 



The game begins with a view of the dashboard and the windshield above it. Note 
the detail on the dashboard. 

































Launches You Into The W // 

Ultimate Deepspace Dogfight! 

• Starships so real you’ll duck when they pass! 

• Intense starfighter action pushes you to the limit! ' 

• Earth-shattering stereo sound surrounds you with realism! 

• Dynamic shipboard scenes prepare you for the battle ahead! 

• Your skilled wingman is ready to pull your bacon out of the fire! 

• Cinematic launch and docking sequences hurl you into the action! 


commAnDi^ 


miGm 


Available in retail stores or call: 1 - 800 - 999-4939 for Visa/Mastercard orders. 

For MS-DOS w/ 640K; 256-color-VGA,EGA or Tandy graphics; AdLib & Roland sound; mouse, joystick 

1990 ORIGIN Systems, Inc. 
















Outrunning the cops is 
tricky. Before, they had slow 
cars and they were relatively 
easy to ditch. In TDIII, they 
have cameras. Let them get 
close enough and they can 
photograph your license plate, 
which means the loss of time 
and lots of points. These guys 
aren't wimps, either. Get too 
aggressive and they're likely 
to pull a roadblock. Fail to stop 
in time and you'll crash — a 
sure way to lose TDIII. You 
begin with five lives, and lose 
one each time you crash. As 
long as you haven't lost your 
final life, you restart from the 
point just before your last 
crash. But you start from 
scratch if you lose your fifth 
life. 


NATURE’S FORCES 

Weather conditions aren't 
always ideal. First, TD III offers 
night driving, during which 
the road is less visible and 
you've got to use your 
headlights. Turn the head¬ 
lights on simply by pressing 
H, but just as with real 
headlights, you have only 
limited visibility. You also 
need headlights during 
periods of fog, which, as in 
real life, are some of the worst 
conditions of all. 

Sometimes you'll see 
flashes of light followed by 
splashes of water on your 
windshield. Rain not only 
hampers visibility, but it also 
makes the roads slippery. But 
rain is nowhere near as 
slippery as snow. Both types 
of weather mean using 
windshield wipers (just press 



The Chase Car view offers you com¬ 
plete control over your "camera 
angle. "Tilt the camera up, then move 
around to see the vehicle from the 
front. Sometimes you can see it almost 
from underneath. 



The Instant Replay controls are very similar to those of the Chase Car view. The 
fun is watching your car moving as a person outside would see it. 



Whoops. A crash, and only four lives left. Use up five and you start all over. 
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W). Fortunately, the wiper 
arms are new, and they're not 
about to fall off or break. Maybe 
in the next installment.... 

Test Drive III lets you drive 
off the road — just turn left or 
right off the high way and keep 
driving. Of course, there are 
trees, rocks, streams, and 
animals just waiting to inhibit 
your progress. But if you really 
want to get close to something, 
or if you think there's a shortcut 
hidden away behind those 
hills, off-road driving can be 
both rewarding and fun. 
Shortly after leaving the road, 
you'll be presented with the 
opportunity to press F6 to 
return to the road, but you can 
ignore it and keep driving as 
long as you like. 

The five legs of the route 
you drive are shown on maps 
in the companion booklet. The 
first takes you from Paso 
Robles to Monterey. Reach 
Monterey by heading north on 
Route 101, or by cutting east 
and then north along Route 1. 
There are turnoffs along the 
way, and if you're adventurous 
you can even try zipping along 
the railroad tracks. Of course, 
the trains might have 
something to say about that, 
but at least there are no cops. 

The second leg takes you 
from Monterey to the San Luis 
Reservoir. Again, there are two 



From this replay view we see the 
Diablo, its headlights shining, hur¬ 
tling over the hills. 



Night driving is a unique challenge. 
Here, the moon is straight ahead, al¬ 
most beckoning. 


routes, both of which wind 
through the mountains. Get a 
close look at the dam as you go 
by — it's one of the game's 
best graphics scenes. On the 
third route, you head through 
farmlands from the reservoir, 
across 1-5, and northeast to 
Merced. 

The last two legs take you 
from Merced to Mariposa, and 
from Mariposa to Tioga Pass. 
The fourth leg, through the 
foothills, offers the highest 
number of alternate routes, 
and some of them bypass the 
rather aggressive police. The 
final leg is more or less a race 
to the finish. Each leg, by the 
way, contains an uncharted 
shortcut route, but finding it 


could use up valuable time. 

At the checkpoint at the 
end of each stage, you' re given 
a report card in the form of a 
tally sheet. If you're racing 
against the clock, the sheet 
reports your time (and your 
opponents' time if you raced 
against any friends). When you 
race against computer- 
controlled cars, you're shown 
their time and finishing 
positions. One of the game's 
many nice touches is that it 
doesn't tell you where the 
computer cars are — the only 
way to find out is to pass them 
or have them pass you. 

There's no refueling stop. 
In a highly commendable 
gesture, TDIlTs designers 



Along the way, scenery changes. Don't steer into the water off to the right — 
there's no way out. 



The Diablo has entered a tunnel, and it's long enough to keep us watching for the 
light at the other end. Steer carefully! 






























FILL OLJT AND MAIL IN THE SUBSCRIPTION CARD TODAY 


realized that drivers are fully 
aware that they need oil and 
gas. The game assumes you'll 
find them as you need them. 
But you are susceptible to 
damage; more so, in fact, than 
in the previous versions. You 
can "ramp-launch" over the 
rises in the road, but doing so 
is murder on the suspension. 
Off-road driving, or running 
over signposts and other 
obstacles, can damage your 
wheel alignment. Even brakes 
are damageable, and you must 
learn to use them carefully. 
And red-lining (driving 
beyond the recommended 
RPM levels for a specific gear) 
can damage your engine. 
You'll notice damage as you 
drive, but you can repair it 
only at checkpoints. Fortu¬ 
nately, repairs are automatic 
and free. 

Two strong features in 
TDIII are the Instant Replay 
and the Chase Car view. Both 
work similarly, and both offer 
fascinating looks at the graphic 
detaU of the game. Press FI 0 to 
get the Instant Replay controls, 
which let you freely adjust the 
camera angle. This way, you 
can watch your last several 
seconds of driving from the 
side, the front, or high above, 
examining where you went off 
the road and why you fell off 
that cliff. The Chase Car view, 
by comparison, pauses the 
game completely and lets you 


Hardware requirements: 
640K minimum memory; 8- 
MHz or faster recom¬ 
mended; VGA, EGA, MCGA, 
or Tandy 16-color graphics; 
supports joystick; supports 
sound boards. 



use your camera to look 
around as you wish. The 
manual suggests it's useful 
when you're lost — but it's 
also a good way to check out 
the scenery. 

Like Accolade's earlier 
Test Drive versions and The 
Cycles, Test Drive III has one 
extremely important omis¬ 
sion. It doesn't account, in any 
way at all, for peripheral 
vision. Each ofthesethreecars, 
in real life, has a rounded 
windshield offering almost an 
unhindered wrap-around 
view — but in TDIII you look 
only straight ahead. To be fair, 
this criticism applies to all 
driving simulations, even 
those, like Spectrum Holo- 
Byte's Vette!, that offer a 
command to look to the side. 


Side-to-side eye and head 
movement is an absolutely 
integral part of driving, and 
Test Drive's designers should 
work this feature into future 
installments. Only then will we 
have true driving simulation. 

For now, though. Test 
Drive III gets superb marks. 
Excellent graphics, important 
new features, and some 
gorgeous new fantasy cars 
make the package a must for 
fans of driving games or 
simulations. Now, if only 
Accolade would offer a contest 
that lets you win one of those 
nifty little Pininfarina num¬ 
bers.... 

GP 

































Down shift and hit the 
gas! You'll need plenty 
of speed to clear that 


You can almost feel 
the gut-wrenching 
G-ferces from the loop. 


WIN OUR TREADS. 


0 real and speed so blistering, 

DRIVER™ makes other race car 
seem like driving with a learner’s permit. 

Take the wheel of your classic ’66 Shelby Mustang and get set to take 
off with Stunt Driver, the only racing simulation that delivers the blazing 
speed of real stunt car driving surrounded by full digitized sound. Set 
against a background of stunning 3-D graphics, you’ll roar up loop-the- 
loops, spiral through corkscrew jumps, and blast off launch ramps. Whip 
through your choice of nine perilous courses or design your own challenge 
with the built-in track editor. Stunt Driver alone allows you to custom 
calibrate speed, acceleration, traction and braking settings for both you 
and your opponents. 

No other racing simulation pits you against 
three mthless nemesis aiming to prevent you 
from finishing in one piece. Collide with 
your opponents in other driving games and 
you're history; only Stunt Driver lets you 
get them before they get you. 

Recap the excitement with Video Instant 
Replay, featuring fast forward, slow-motion, 
step frame and reverse playback. 

Once you’ve raced Stunt Driver, you’ll 
, know why it’s 
the racing 
challenge to 
which all 
others aspire. 


STUNT DRIVER Vs. The Competition 


Test Drive III™ Stunts'" Stunt Driver™ 

Sense of Speed (Frame Rote) 

slow 

nveroge 

FAST 

Digitized sound effects 
and PS/l sound support 

no 

no 

SSr-tRS-rf. 

Coo design own track 

no 

yes 

YES; plus 9 pre-designed 

Maximum number 
of computer opponents 

2 


3 

Two player Heod-to-Heod mode 

no 

no 

YES^ seriol cable or 

Interactive demolition yntb 
opponents (Bumping allowed) 

no 

no-instont 

death 

YES 


Available far IBM in CGA, EGA, VGA/MCGA and Tandy 





















^ ou're Mason 
^ Powers, and you 
I work for the 
Company (better 
' known as the 
Central Intelli¬ 
gence Agency). 
At least, you did 
yesterday. To¬ 
day, you're not 
I. After all, you've just 
regained consciousness in a 
dingy, vermin-ridden cell. 
Obviously, from the view out 
of your cell window, you're in 
some foreign land. And all 
anyone seems to talk about is 
your impending brain surgery. 
So much for the glamorous life 
of spies. 

If your memory serves 
you — and it does, but only in 
bits and pieces — you have 
only a hazy recollection of 
being hit by a car, then every¬ 
thing went black. The guard 
outside your door isn't much 
help, but he does mention 
something you find hard to 
believe. Your closest friend in 
the Company, Frank McBain, 
has been brutally murdered, 
and guess who they're pinning 
as the killer? You. 



While you'd love to stand here awhile 
and admire the lovely Turkish scen¬ 
ery, you 'd be better off finding the one 
window that will open. 



Countdown 




CARY MEREDITH 


The guards in the Sanctuary won't kill you if they catch you, but they will expedite 
your surgery. 


To all those game players 
who were just a bit disap¬ 
pointed when Crime Wave, the 
follow-up to the wonderful 
Mean Streets, turned out to be 
mostly an arcade game, take 
heart. Countdown, the newest 
release from Access, is a re¬ 
turn to the brain-teasing mys- 
tery-and-intrigue formula of 
Mean Streets. Not a sequel. 
Countdown nonetheless man¬ 
ages to capture the excitement 
and challenge of the earlier 
game, with a few refinements 
of its own. For one thing, 
there's very little here that 
could truly be called arcade 
play. A few sequences, such as 
avoiding the guards in the 
Sanctuary, or nailing the ter¬ 
rorist with the catapult at the 
Black December headquarters, 
require a modicum of timing. 


but even here, a premium is 
placed on using your wits, not 
your hand-eye coordination. 


Make no mistake — your 
wits will be tested. Most of the 
clues in Countdown aren't ex¬ 
actly staring out at you. More 
so than with other games, such 
as Sierra's adventures or 
Accolade's newer offerings. 
Access' game designers like to 
hide a lot of the items you must 
collect. With this in mind, it's 
always best, whenever enter¬ 
ing a new scene, to not only 
look at everything, but to move 
everything you can and then 
look again. Even seemingly 
inconsequential items may be 
hiding a very important clue 
or an essential item. Although 
it may take a lot of time to get 
through the game, it will pay, 
in the long run, to look behind 
anything that will move. 

Countdown warrants re¬ 
peating the old cliche, even to 


Most of the operating rooms contain fewer useful items than you might imagine. 
The wall above the dartboard could provide you with a great little persuader, 
however. 
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8 tile sets on colorful themes, from 
Playing Cards to the Flags of the 
World, Sports, Fantasy, and more. 
640 X 480 Hi-Res 16-color VGA 
graphics render them all in gorgeous 
detail (also supports 320 x 200 256- 
color MCGA). 


13 challenging tile formations, based 
on creatures from the Chinese 
calendar. Animations and sound 
effects king the tiles to life. Ad Lib®, 
Roland®, Tandy music®, PS/1™, 
Game Blaster™, and Sound Blaster™ 
support. 


3 modes of play. Indulge your 
obsession in Solitaire play, race the 
clock in Challenge Slianghai, take or 
all comers in Tournament competi¬ 
tion. Or earn the right to play 
Dragon’s Eye, an exclusive tile 
challenge for the superior player. 


The most captivating strategy game of all time just got better. 

Introducing Shanghai II: Dragon's Eye. Based, like the original Shanghai, on the ancient 
fascination of Mah-]ongg. And now with more of everything that made the original a 
computer game classic. 


AcliVisioH. 

Shanghai II: Dragon’s Eye™ 
for MS-DOS® computers. 

See your local retailer or 
call 1-800-227-6900 to order. 


Several ways to play—Solitaire, Challenge, and Tournament—all so deceptively simple. 
The object: snap off matching pairs till you run out of tiles, run out of moves, or run out 
of time. Simple? Sure—and simply addicting. 

And at the heart of Shanghai II, you'll find Dragon’s Eye. It’s the ultimate challenge, even 
for the most cunning and seasoned Shanghai player. 

Shanghai II features 8 beautifully detailed tile sets. . . over a dozen layouts based on the 
Chinese zodiac ... and a Layout Construction Set, for devising an endless variety of 
original formations. 

Shanghai II: Dragon’s Eye. It will beguile your days and nights. Demand your concentration. 
Become your obsession. 

Surrender. 


©1990 ACTIVISION. Ad Lib is a reg. trademark t>f Ad Lib Inc. Game Blaster and Sound Blaster are trademarb of Creative Labs, Inc. MS-IXIS is a reg. trademark of Microsoft Corp. PS/1 is 
a trademark of IBM. Roland is a reg. trademark of RolandCorp US. Tandy is a reg. trademark of Tandy Corp. 









experienced game players: 
Save as often as possible. With 
numerous chances of being 
killed or lobotomized, you'll 
avoid a lot of headaches (liter¬ 
ally) by saving both before en¬ 
tering an unknown situation 
and immedi¬ 
ately after mak¬ 
ing a big dis¬ 
covery or break¬ 
through. Fortu¬ 
nately, Access 
has provided a 
fairly easy-to- 
use save sys¬ 
tem, with the 
number of saves limited only 
by the size of your hard disk 
and your ability to come up 
with new file names. 

Talking to informants and 
suspects is perhaps more of an 


art in Countdown than in any 
other game of this kind. You 
don't type in questions of your 
own, so the real trick in con¬ 
versing is deciding which pos¬ 
ture to take with each person. 
The menu lets you ask for help, 
hassle or bluff your informant, 
be pleasant, or try for a bribe. 
You usually can't rely on just 
one posture. In most cases 
you'll have to use a combina¬ 
tion of postures, such 
the fake priest. 


s with 


DYING WORDS 

Getting out of your cell, you'll 
find, is a tough way to start the 
game — you have no memory 
and few clues. And the only 
person you can talk to is the 
guard, who informs you that 
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Doctor Hashish has been putting in a little overtime on the bottle, so you'll need 
something sharp to get his attention. Question him thoroughly, since you can't 
leave without learning what he knows. 



It's been days since you 've had a bath, 
so rummaging around in the coal 
shouldn't bother you too much. You 
must find some way of enlarging that 
hole in the wall. 

you're in the Sanctuary. If you 
can figure a way out of your 
cell, you'll make your way 
through the Sanctuary and 
begin to recall more and more 
of what transpired prior to 
your blackout. In a flashback, 
you remember that you were 
indeed having a meeting with 
McBain, but that it was cut 
short by a hooded figure who 
burst through the door and 
pumped three slugs into your 
friend. Just before he died, he 
gasped, "Get Scorpio!" And 
this seems to make no sense at 
all — Scorpio was one of the 
Company's best operatives, 
but even with your ques¬ 
tionable memory, you recall 
that Scorpio died at least two 
months ago. And McBain was 
never one for practical jokes. 
Perhaps Scorpio is in some way 
connected with your recent 
incarceration. 

The three main floors of 
the Sanctuary are crawling 
with guards. If one sees you, 
you'll be headed for a quick 
lobotomy, so one of your first 
tasks on each floor is to map 
out the movements of the 
guards. They never alter their 
routes, so once you've got their 
routines down, you should be 
able to search the rooms of the 
Sanctuary quite easily. 
Scattered throughout the 
rooms in this "hospital" are a 
number of clues and items 
you'll need, not only for 
escaping the Sanctuary but also 
for uncovering the conspiracy 
that put you away in the first 
place. There are also a few 
people who possess infor¬ 
mation vital to your success. 

While most of the cells you 
enter have been empty for 





















*So Realistic, you’ll think you’re there 

LINKS features totally realistic 3D terrain...combining stunning256k:o/or, 
3-dimensional terrain graphics with the revolutionary technology that 

gives you astonishing digitized sound effects without hardware. 


Actual 256€olor VGA Screens 


Introducing 
Total Reality 

This 256<olor, true-to-Iife golf simula¬ 
tor gives you unprecedented 3D 
graphics.. .so redistic—so advanced— 
you’ll think you’re on the course. 

I t’s a beautiful Spring morning as you prepare to 
tee off. You select your #1 driver (ignoring your 
caddy's wisecrack).. .take a practice swing... adjust 
your stance.. .and drive one right down the middle 
for 290 yards. As you approach your second shot, 
you notice every detail of your surroundings... 
the location of each tree.. .the contour of each 
hill and slope.. .the lay of the ball... 

A day on your favorite course? Not 
quite, but it’s the next best thing. 

LINKS...The Challenge of Golf is a totally real¬ 
istic golf simulator that’s a quantum leap ahead 
of any computer golf game you’ve ever seen. 

You’ll control your game to the degree you pre¬ 
fer...from defaulting to the standard swings...to 
adjusting your stance, backswing, acceleration, 
power and snap. With every drive and putt, your 
ball will act according to the true laws of physics. 

And you’ll experience all the sounds of a real 
tournament.. .from commentary.. .to caddy’s 
remarks.. .to the swoosh of the swing.. .click of the 
drive ....and bloop of the ball in the water. 

LINKS also includes a practice area for driving, 
chipping and putting. 

3D Terrain 

LINKS is brought to you by Access Software... 
the same fanatics for accuracy and realism who gave 
you World Class Leader Board Golf—and the graphics 
are unbelievably realistic. Gone are square-edged 
screens that look like Lego blocks. With LINKS, hills 
actually look like hills, trees look like trees, water 
looks like water. (And, yes, golfers even look like 
golfers.) In fact, UNKS uses graphics technology so 
advanced that a VGA system is absolutely required 
for play. 

Experience the next generation of golf simula¬ 
tors. Reserve a Tee Time with LINKS. 

We guarantee you’ll absolutely love it—or 
your money back! 
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Totally 

Realistic 


Video 


VGA 


To get on the course with LINKS, 
visit your retailer or call 

® 1-800-824-2549 

TOLL FREE 

(Credit Card orders only) or dip and return the order form 


ORDER FORM 

:YES! I’m ready to Tee Off with LINKS.. .and experience the astonishing reality of 
3D terrain with 256-coiar graphics and digitized sound effects. Please rush me my copy. 
Satisfaction Guaranteed. (VGA system and hard disk required). 

i ] 5 1/4-inch Disk □ 3 1/2-inch Disk -—- 

L 1 I’ve enclosed $59.95 as payment in full. Address---- 

□ Charge this order to my: --—---—-- 

n ViSA n MasterCard □ American Express City ___ 


SOFTWARE INCORPORATED 


545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 




(all orders must be si^ed) 


Mail to: ACCESS SOFTWARE INCORPORATED 
545 West 500 South, Suite 130, Bountiful, UT 84010 
























Each flashback provides you with a bit 
more information as to what happened 
that fateful night. Who was the hooded 
figure, and how do you track down a 




years, there is one cell which 
shows signs of recent 
occupation. Upon closer 
examination, you discover that 
a Bernie Sacnussen was 
imprisoned here, but that he 
may have found a way out of 
the Sanctuary. With the clues 
you find in his former cell, and 
a hint from an old National 
Geographic, you realize that the 
Sanctuary was once a 
monastery. Somewhere deep 
in the bowels of the old 
structure there may yet be a 
secret passageway out. Of 
course, you' 11 want to discover 
as much as you can about your 
circumstances before you 
finally leave. 

Once you've finally 
escaped, you'll have to return 
to your own apartment to pick 
up a few items 
you'11 need for 
your inves¬ 
tigation. The 
most impor¬ 
tant find here 
is your CAD 
(Computer 
Access De¬ 
vice), which allows you to 
research the background of 
anyone you may meet and to 
analyze any items you may 
uncover. Once a name is 
mentioned to you, you'll be 
able to access it on the CAD. 
And, if it's a person important 
to your investigation, the 
location will appear on your 
travel option display. 

Traveling requires a 
special word of admonishment 



Once uponatime,youcouldhotwireany car,but theyearshavedulledyourtouch. 
Besides, why take the heap when you've got the keys to the other car? 



At your apartment,you'll need to pick up your CAD and do some research. You'll 
have to let that raunchy bird out of his cage, however. 


in this game. In Countdown, it 
really doesn't pay to be frugal 
whenever making travel plans. 
While the airfare is usually 
quite a bit more than a train 
ticket, you'll still want to fly in 
most cases. Depending on how 
long it takes you to escape from 
the Sanctuary and make your 
way to your apartment, you 
probably won't have a lot of 
time to waste trying out the 
club-car bar on a slow-moving 
train. You have only 96 hours 
from the moment you wake 
up in your cell, so your time is 
definitely at a premium. Don't 
worry about running out of 
money by flying. Unless you 
somehow manage to give all 
your cash away to your 
informants (unlikely), you 


should have plenty to spare. 

Once you've picked up all 
essential items from your 
apartment and McBain's place, 
you'll want to arrange a 
meeting with Rachel Akure, 
the Israeli Mossad agent. She 
won't be of much help to you, 
however, unless you can 
supply her with the informa¬ 
tion promised her by the late 
FrankMcBain. Akure provides 
you with a number of leads, 
not the least being one 
concerning your old girlfriend, 
Lisa Loomis. Lisa, always a bit 
ambitious for your tastes, is on 
her way up in the Company. 
But she does seem to want to 
believe that you didn't kill 
McBain. With her help, you 
pick up a few more leads and 



























Do you think well under pressure? 
How about 300 pounds per square 
inch of pressure? Take a deep 
breath, captain.... ' • - 
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WWI Air Combat Simulation 

■ ake controi of one of eight classic WI fighters 

^ and find out how good you really are. Fly with 
the best—Eichthofen, Fonck, Mannock, Ricken- 
bacher—and learn their tricks and techniques. 

• Action dogfight, solo, and team missions for one or two players 
using a single computer with any combination of keyboard, 
joystick, or mouse. 

' • Strategy Dogfight: For the skilled purist. Blue Max acts like a 
highly-intelligent strategic board game, ollowing you and your 
opponent to work out detailed bottle sequences and play bock 
the moves in "realtime" 30. 

• 8 airpbnes to choose from, eoch with its own highly-detailed 
flying choracteristics. 

• Perform missions with, as, or against the Aces of the Great Wor. 

• Dozens of historical missions around 4 different locations within 
. France. 


How Strong areyo_ _.... 

2,000 feet, with an armed -ij. ... 
DR.I on your tail? Foi^^^ . - 
friend. Jhink-suith aL' ' 
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256 


COLOR GRAPHICS 


ORIGINAL MUSIC 


SOUND 


EFFECTS 
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BLASTER, ADLIB 


SYNTHESIZER 
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GERMAN U-BOAT SIMULATION 


. ^ ;■ inter, 1941. The icy waters of the North Atlan- 

Lbi,' tic.Thedeeperyoudive.thegreaterthepres- 
- ■ sure. Depth charges eKpiode around you, banging on 

the hull of your U-boat like iron ^ts. Nerve and 
r- Y -:. cunning make you the terror of the Allied convoys. 

• 3D submarine worfore: For the first time, a sub warfare game lets 
you deal with threats below and above the surface in a true three 
dimensional enviranment. 

• Real communications: Use the German Enigma coding machine to 
send and receive information. 

• Many missions to choose from—into the North Atlantic and Arctic, 
inlond along the coast of Norway, into the Bay of Biscay, end 
through the Straits of Gibrolter. 

• 3 different levels of difficulty, from beginner to realistic. 

• 30 graphics in 256 VGA colors, with multiple internal and external 
camera views in a complete 3D world. 











The Black December headquarters contains vital information and an important 
item. Assemble the catapult, then wait until the guard is just under the arch before 
firing. 



Your arranged meeting with Hakeem 
Ababash didn't exactly come off as 
planned. Go ahead and let yourself 
drop, then make for the fenced area 
and flip the switch as soon as you're 


begin to form a pretty complete 
picture of deception and 
duplicity, both inside and 
outside the Company. 

From Lisa, the trail leads 
you to Spain, Greece, Rome, 
Yugoslavia, and finally, on a 
harrowing ride on the Paris- 
bound Orient Express (the one 
time you absolutely must take 
the train). It's here, you've 
discovered, that Black De¬ 
cember plans a terrorist attack. 
(Incidentally, the final bomb- 
- defusing se¬ 
quence brings 
back fond 
memories of 
the epic con- 
frontation 
with the Mas¬ 
ter Computer 
at the end of 
Mean Streets.) 



Your CAD is 
essential equip- 

efforts to track 
down the ter¬ 
rorists and to 
clear your name. 


FRONT-ROW SEAT 

This is a wonderfully smooth 
game to play, especially if you 
use a combination of mouse 
(or joystick) and keyboard. 
Character movement is 
realistic and, combined with 
the sound effects, makes for a 
movie-like experience. Indeed, 
as with Access' earlier efforts. 
Countdown was produced in 
much the same way as a movie 
is produced. Real actors are 
digitized and incorporated 
into drawn scenes. If there is a 
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problem with the game 
interface, it's with control of 
the on-screen cursor with the 
mouse. For some reason, 
there's a lack of fine control in 
placing the cursor on some 
items. In some instances, I was 
forced to reboot and reselect 
keyboard-only control, just so 
I could place the cursor on a 
particular item. This is a small 
problem, and may differ in 
degree from one system setup 
to another. You should know 
that there are some areas, such 
as the bomb-defusing scene, 
where a mouse or a joystick is 


almost a necessity. (Yes, it can 
be done with just the keyboard, 
but do you really want that 
much tension in your life?) 

One thing that may limit 
Countdown's popularity is its 
hardware requirements. The 
game requires a high-end 
system in both graphics and 
game play. In what may soon 
become the norm. Access has 
designed Countdown ex¬ 
clusively for VGA or MCGA 
graphics. Processor speed 
requirements are fairly high as 
well. An 8-MHz 286 computer 
is the minimum recommended 
































LucasArts on the art and science of entertainment 


SOME OF HITLERS 
DEADLIEST WEAPONS NEVER 
SAW AQION. UNTIL NOW 



Imagine the shock of American B-17 
pilots when the first German jet fighters 
whistled past. The lumbering bombers 
seemed to be standing still, sitting ducks for 
radical aircraft years ahead of their time. 

The twin-jet Me 262 unleashed a 
volley of 24 air-to- ^ air missiles In 

less than a tenth _ of a 

second. It’s 



just one of the little-known aircraft you’ll 
encounter In Secrets Weapons of the Luft¬ 
waffe:" You’ll also blast off at 16,000 feet per 
minute in the incredibie Me 163 Komet 
rocket fighter. And pilot the remarkable 
Gotha 229, which bore an uncanny 


resembiance to today’s Stealth bomber. 
Were the Allies saved by Hitler’s blunder? 

As you’ll read in the 224-page histor¬ 
ical manual. Hitler’s demand for a blitz 
bomber delayed deployment of the Me 262s 
as fighters. 

In Secret Weapons of the Luftwaffe, 
you can reverse that decision. And pit these 


revolutionary weapons with the more 
familiar German Bf 109 and FW190 
fighters against the Eighth Air 
Force B-17 Flying Fortresses, P-51 
Mustangs, and P-47 Thunderbolts. 
All technically, historically, and graphically 
authentic. 

Fly in the face of danger. 

Desperate to stop the massive day¬ 
light bombing raids of the Allies, the 
Germans rushed their experimental aircraft 


—m Weapons ... ___... 

(In Canada f800-828-7927). ~ and © 1990 LucaaArts Emertaii 
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into service in late 1944. You’ll experience 
the nail-biting terror of piloting aircraft 
that were as dangerous to fly as they were 
to the enemy. 

You’ll rock with the impact of a direct 
hit. Struggle for visibility through oil 
smeared, bullet-shattered canopies. Watch 
in horror as your 
engine bums. And 
wrestle for controi 
against G-forces 
and rough wind 
conditions. All 
with the vivid 
realism of bit¬ 
mapped 256-color VGA graphics and room- 
rattling sound effects. 

In Secret Weapons of the Luftwaffe, 
you’ll do more than relive the air combat 
over Germany from 1943 to 1945. You’ll 
decide for yourself whether these exotic 
superweapons could have changed the out¬ 
come of the war. 
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This wasn't the way you expected to meet Hakeem. He was a good agent, and you 
can bet he died without betraying you. Be sure to retrieve your confiscated 
possessions before leaving. 



If you've already visited the other staterooms in the car, you know that this man 
is not Father Flanagan, but is indeed the Jackal, who's on his way to Paris with a 
backup bomb. 



Finding the bomb is only the begin¬ 
ning of your problems. You can't just 
cut the wires to the detonator: Each 
circuit must be set correctly and the 
wires snipped in exactly the right 


to keep things interesting. The 
sound, once again from Access' 
praiseworthy RealSound 
process, also gets high marks. 
(Several sound boards are also 
supported, but in some, such 
as the Adlib, the board is used 
only to amplify the same 
RealSound effects you get 
through the PC's speaker.) If 
you've got the horsepower to 
run it. Countdown should keep 
you ecstatically exasperated 
for quite some time. 


Hardware requirements: 
640K minimum memory; 8 
MHz or faster recom¬ 
mended; VGA or MCGA 
graphics; supports Real- 
Sound, AdLib, IBM PS/2 
Speech Adaptor, Sound 
Blaster, and Msound; mouse 
and joystick optional. 


standard, and even with that, 
animation can be a bit choppy. 
Also, because of the sheer size 
of the program (it comes on 
eight 5.25" disks), a hard drive 
nearly becomes a necessity. 
With the ever-increasing 
demand for better animation 
and higher resolution, it seems 
that the trend towards faster 
machines with high-end 
graphics will continue. 

Taken as an example of 
the new frontier in computer 
gaming. Countdown is an 
exciting and worthy addition 
to the realm of role-playing 
adventures. The graphics are 
outstanding, the story line is 
just convoluted enough (with 
rather a surprise of an ending) 



The information you bought from Gina leads you to the Paris Art Museum, where 
you believe a bomb is to be detonated in less than four hours. But where is it? 
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you play, one that doesn't 
have the usual pre-deter- 
mined path. Like our land 
battle. You control the 
action and create your own 
winning strategies. You 
direct the movement of each 
infantry and cavalry unit. 
You send your general into 
the fray to bolster your 
troops' morale. Retreat. 
Charge ahead. Outflank. 
Even form a wedge. But your 
enemies are "smart" and un¬ 
predictable. They'll adapt to 
outwit your previously suc¬ 
cessful strategies and present 
you with new challenges 
each time you play. 


That's the premise of 
Centurion: Defender of 
Rome™, a new cinematic ad¬ 
venture, where you don't 
just watch the story unfold, 
you control the action. 

You'll race chariots in the 
Circus Maximus, sail fleets 
of ancient warships across 
the Mediterranean, compete 
in gladiator shows in the 
Colosseum, seduce the voluptuous 
Cleopatra and lead Roman legions into 
battle at the edge of civilization. 


In Centurion, rich images of a time 
long ago are brought to life with cine¬ 
matic techniques. 1 began exploring the 
uses of cinematic techniques in Defender 
of the Crown™ and Rocket Ranger™. But 
as great as these early cinematic adven¬ 
tures LOOKED, they lacked the 
addicting involvement and interactive 
levels of great computer games. The 
"cinematic" part was complete. The "ad¬ 
venture" part was in its infancy. 

The cinematic adventure has finally 
grown up. We used every last one of our 
secrets in making Centurion. It's all 
there; great graphics, cinematic editing, 
strategy, and depth of gameplay that 
players now demand. 


Let's go back in 
time. All the way 
back to about 275 
BC. Civilization exists only 
in small pockets like Rome, 
Greece and Egypt. The rest 
of the world is a vast terra 
incognita, peopled with 
strange and dangerous bar¬ 
barians. You are a young 
Centurion, sent with your 
legion to subdue marauding 
tribes of the Alps. 

What would such an adven¬ 
ture be like? 


Take Centurion's chariot racing 
scene. We planned out every scene the 
way a filmmaker would shoot it. You see 
your chariot enter the Circus Maximus 
and pass in front of a packed grandstand. 
The "camera" cuts to an aerial shot of the 
track and zooms in for a close-up of your 
chariot. Suddenly the race begins. You 
hold the reins as you charge around the 
track, whipping your opponent and 
trying to shatter his chariot. 


We even added a fully-orchestrated 
musical soundtrack. We asked award¬ 
winning film composer Jon Newton to 
work his magic with sound boards. The 
pounding drums and blaring trumpets 
bring out the drama of each event. 

But we wanted to go beyond 
cinematic appeal. We wanted to create 
an environment that's different each time 


■THE' 


CINEMATIC ADVENTURES 


2 WAYS TO ORDER: 1) Visit your retailer. 

2) Call 1-800-245-4525 with VISA/MC, USA or 
Canada, Mon-Fri, 8am-5pm Pacific Time. IBM, 
Tandy and compatibles. $49.95 (3.5" available). 
Screen shots represent IBM version. IBM is a 
registered trademark of International Business 
Machines Incorporated. Tandy is a registered 
trademark of the Tandy Corporation. Defender 
of the Crown and Rocket Ranger are trademarks 
of Cinemaware Corporation. 


Cinematic graphics and 
great game play. This is 
what makes Centurion the 
first complete 
cinematic ad- 
*** venture. 

It took 

my group. Bits of Magic 
and Electronic Arts® 
three years to bring the 
epic world of Centurion 
to life. 1 sincerely hope 
you'll enjoy your journey 
back in time to the world 
of ancient Rome. (Here's one last secret: 
Save the Parthians for last. They can tea 
1 to pieces.) 
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ith the Cold 
War pretty 
much gone, 
what can 
war game/ 
flight simu¬ 
lator de¬ 
signers offer 
in the way of 
something 
new? Well, two things — the 
scenario and the weapon. In 
the case of Electronic Arts' 
Stormovic, the weapon is the 



Soviet SU-25 Stormovik 
ground-attack and reconnais¬ 
sance aircraft. The counterpart, 
more or less, to the U.S.'s A-10 
Thunderbolt, the SU-25 is 
among the most sophisticated 
and technologically advanced 
Soviet aircraft. The game's 
unique scenario dictates the 
aircraft's role—to counter ter¬ 
rorist actions in Germany 
aimed at Soviet and NATO 
forces. 

Yes, both forces. These 
terrorists, whom no one can 



Whoops — you've died and been 
honored in a rather special sort of way. 
You don't want to see this scene too 



Stormovik 

NEIL RANDALL 



niSSIOH ASSIGNHEHTS: 


Fly Loui-Altitude Reconnaissance 

Efeinate Terrorist Operatives I 

Sink Munitions Barge ■ * 

Destrog Artillery Site 

Attack Armored Infantry Unit 

Ambush Tank Division 

Search and Destroy Truck Convoy 

Bomb Terrorist Bunkers 

Strike Occupied Industrial Building 

Escort Rescue Operations 

Practice: Su-25 Stormovik Flight Simulator 


gg Select G3 Accept 


Mission assignments are varied and interesting. Eliminate Terrorist Operations 
I requires you to destroy an S-60 anti-aircraft gun. 


identify, aren't especially 
thrilled with the prospects of 
peace in Europe. So, starting in 
1991, they begin activities de¬ 
signed to destroy the accord 
accomplished by perestroika. 
With evidently careful plan¬ 
ning and significant wealth, 
they wreak havoc on both 
sides, planting just the right 
evidence to cause both sides to 
mistrust one another. By 1992, 
the terrorists have moved Eu¬ 
rope close to war, and in 1993 
the NATO-Pact conflicts have 
reached the point where war 
can scarcely be avoided. 

You are a pilot in the So¬ 


viet air force. Assigned to one 
of the coveted Stormoviks, you 
have agreed to do whatever 
you can to stop the spread of 
terrorism in Germany. Your 
missions range from simple 
reconnaissance to low-altitude 
bombing. 

However unique its 
background story, Stormovik is 
a still a flight simulator and 
must be judged as one. Yes, 
it's interesting trying to work 
through the missions because 
they involve the thwarting of 
terrorists, but ultimately these 
missions are much like those 
found in other flight simula- 


An enemy chopper is directly in 
sight. But it might be too close to 
get a hit. Let it go by and circle to 
try again. 


tors. The background, plane, 
weapons, and maps are dif¬ 
ferent, but the genre remains 
the same. 


AS A FLIGHT 
SIMULATOR... 

The biggest question sur¬ 
rounding the release of a new 
flight simulator is, simply, how 
well does it work? Most 
simulations tend to be difficult 
and time-consuming, with a 
lot for the player to do and an 
even larger learning curve. 
When you boot up a flight 
simulator, you want to be up 
and flying right away. Once in 
the air, you want to be able to 
look around and see what's 
beside, below, and above you. 
And you want to be able to 
turn around, point to the 
ground, and land safely 
without a lot of difficulty. In 
other words, you want to fly 
an airplane, not master a newly 
defined keyboard. 

Stormovik is very suc¬ 
cessful at letting you do all 



The map shows three locations: one 
for takeoff, one for landing, and a third 
for the S-60's location. The waypoints 
change each timeyou play the scenario. 





































Break New Ground 
WitBJackNicklaus. 





t^playSr, he has earned the 
title of “Golfer of Tire Century,” 
As a golf course designer, his 
layouts are legendary. 


of golf course design is at your 
fingertips. 

There’s even a l50-page book 
filled with Jack's design tips and 
philosophy—so you can learn 


Now The Golden Bear brings 
forth the best from both of his 
worlds. 

Jodi Nicklaus’ Urdimited Golf 
& Course Design^combines a 
state-of-the-art golf game with an 
amazing Course Designer that 
gives you the 


Now you can quite literally 
play any golf course in the world, 
design your own “Dream 
Tees, greens, bunkers, 
hills, trees— 
illy every aspect 
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from the Master himself. 

Two courses—Muirfield 
Village, one of the Top 10 in the 
world, and The Bear’s Track, a 
dream course designed by Jack 




exclusively for the computer— 
come ready to play. Plus nine 
other great courses are available 
fiom the growing library of 
Nicklaus course disks. 

And when you do tee it 
up, you’ll be 
playing the 


the market. 
Faster drawing 
speeds, stroke or 
“skins” play, instant 
replays and reverse- 
angle replays, variable 
wind and course condi¬ 
tions, a unique putting 
grid, updated statistics, and a 
hole-in-one club are all par for 
the course. 

Jack Niddaus’ Urdimited Golf 
& Course Design. Truly, golf from 
the ground up. 

How to order: Visit your favor¬ 
ite retailer or call 800-245-7744. 


\r-r-r\i xriri: 

The best in entertainment software.'^ 












Against the dawn sky, the Stormovik 
awaits ammunition loading orders. 
Stock up on extra fuel just in case. 



these things. Taking off is easy, 
once you figure out that the 5 
key gives you the throttle you 
need. Flying straight is 
difficult, perhaps too difficult 
even for an advanced jet. 
Landing is difficult, but is 
basically as well-handled as 
on any flight simulator. There's 
a wealth of options for viewing 
your plane from different 
perspectives, and by using 
CTRL plus the arrow keys, you 
can look out 


whatever 
direction you 
choose. All of 
this is quick, 
with no undue 
overhead given 
to redrawing the 
screen. 

You begin as a junior 
lieutenant. Your goal is to 
increase in rank imtil you reach 
colonel, primarily so that you'll 
be given more important (and 
much more difficult) missions; 
The primary goal, remember, 
is to put the brakes on 
terrorism. 


It takes you through the 
Practice Scenario, helping you 
take off, fly straight and bank, 
find your way around the map, 
change the viewing angle and 
perspective, and land on a 
nearby runway. Play this 
scenario often (it's not easy). 
The plane's controls are so 
sensitive that flying level is a 


challenge — and flying and 
landing should be second 
nature before you face planes 
waiting to shoot you down. 

The sensitivity of the 
controls is a positive yet 
frustrating feature of Stor¬ 
movik. Using the mouse, it's 
almost impossible to maintain 
a purely level flight path. Since 
a couple of tick marks on your 
head-up display (HUD) tell 
you the direction to fly to reach 
your objective, you'll try to 
hold the plane exactly in that 
direction. The Stormovik 
simply won't stay still. The 
plane has a propensity for 
banking on its own, partic¬ 
ularly when you shift viewing 
perspectives. With the key¬ 
board, it's not quite as bad. 

You begin a mission by 
enlisting and deciding on the 
time line. Three different 
newspapers — from 1991, 
1992, and 1993 — are offered 
on the screen. You choose a 
year, then request a mission 
that appears on a list (there are 
ten missions for each year). A 
mission summary appears, 
briefing you as to the problem 
and your expected solution. 
Next, you see the detailed 
mission map, with — and this 
is a strong touch — the 
waypoints (i.e., destinations) 
clearly labeled and numbered. 
You can access this map at any 


time during flight by pressing 
F3. 

To arm your Stormovik, « 
you can modify the standard 
weapons load according to 
your objectives. The AA-2 and 
AA-8 series air-to-air guided 
missiles home in on their target 
after their release (a good thing, 
since you'll probably be too 
busy to watch them do their 
thing). The AT-6 anti-tank 
guided missiles are the 
complement to the AA's, 
effective against armored 
ground targets but not aircraft. 

As a junior officer, you'll have 
easy access to the UV series 
(unguided rockets), which you 
fire in quantity at ground j 

targets to achieve maximum j 

damage. A more sophisticated 
weapon is the Betab, a bomb 
with a parachute that lets the 
weapon fall straight onto its 
ground target. Finally, the ZAB 
series of incendiary bombs is ! 



The March 9,1993,edition o/Pravda 
outlines the problems with the terrorist 
raids. Things are getting serious. 
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27 scenarios of 31st-century po¬ 
litical and military strife, set on five 
planets. The story line changes with 
the outcome of every decision you 
make, every battle won... or tost. 


Over 55 kinds of 'Mechs—in¬ 
cluding the new OmniMechs^" -and 
other BATTLETECH combat units, 
including AeroSpace fighters, tanks, 
and Infantry. 


Unique real-time combat sys¬ 
tem. Hear constant reports from 
your forces, the Crescent Hawks. 
Watch your maneuvers unfold be¬ 
fore you. 


FASA's futuristic BATTLETECH® universe explodes into action on an epic 
scale. 

As the young MechWarrior* Jason Youngblood, you saw your father 
taken prisoner by the treacherous forces of House Kurita in BATTLETECH: 
THE CRESCENT HAWKS' INCEPTION. Now strike back, in the white-hot 
sequel to the original BATTLETECH computer game. 

Lead your bold force of BattleMechs®, awesome 31st-century warrior 
robots, in a daring mission of rescue and revenge. Then defy the great¬ 
est threat ever to the Inner Sphere—the Clans, who have 'Mechs® and 
weapons like nothing you've ever seen before. 

THE CRESCENT HAWKS' REVENGE 

for MS-DOS computers. 


l-lls^W/KS 


Free ^ 
Color 'Mech 
Recognition Chart 
Inside Package! 


True 256-colar MCGA graph¬ 
ics, plus digitized speech and an 
advanced musical score that sup¬ 
ports Ad Lib*, Roland*, Tandy® 
music, PS/1™, and Sound Blaster™. 
NO PREVIOUS BATTLETECH 
EXPERIENCE REQUIRED. 


See your local retailer or call 1-800-227-6900 to order. 


E: 


OM. BATTLETECH, BattleMech, 'Mech, and MechWarrior are registered traa 
characters, and universe ©1^ FASA Corp. Ad Lib is a reg. tradfemark of Ad 
eg. trademark of Microsoft Corp. PS/1 is a trademark of IBM. Roland is a re 









available, deadly against 
ground targets but, with no 
parachute, much more difficult 
to aim. Not all weapons are 
available to junior officers, and 
certainly not in the quantity 
often desired. 

After arming, it's time to 
headfortheskies.Takingoffis 
easy, as it should be. Simply 
hit the 5 key to gain 100% 
thrust, wait till the speed gauge 
on your HUD reads 100 kph 
(km per hour), then pull back 
on the joystick or mouse (or 
touch the 
down-arrow 
key). You're 
immediately 
airborne and 
ready for man¬ 
euvers. To 
maneuver 
properly, keep 
airspeed at or 
above 100 kph. Otherwise, 
you'll stall often. Stalling is 
useful at times, particularly 
when trying to evade enemies, 
but it's hardly a strategy you'll 
use frequently. For the most 
part, you'll need all the 
maneuverability you can get 
to reach your target with a full 
payload of weapons. 

Before you reach it, 
however, you have to know 



From the ground, your plane looks bright against the blue sky. A tempting target 
for anti-aircraft guns, wouldn't you say? 



Uh-oh, problems. Something's , 
ploded behind us — we've become a 

how to fly. To fly straight 
ahead, keep the crosshairs near 
the horizon, watch the horizon 
on your gauges, and keep the 
plane from banking too far left 



w lets you see the Stormovikfrom the front, as tf watching it from the re 
'craft in front of you. 



ThesatelliteviewshowstheStormovik 
from high above. This is a great view 
for spotting targets from the sky. 

or right. To climb, pull back on 
the joystick or mouse, or press 
the down-arrow key. To dive, 
do the opposite. To turn left or 
right, use the appropriate 
arrow key, or move the joystick 
or mouse in the desired 
direction. To combine climbing 
or diving with turning, use the 
angle directions (i.e., top left 
position dives to the left). 
Controls are pretty much 
intuitive. 

Numeric keys 1-5 give 
you stalling, 15% thrust, 30% 
thrust, 40% thrust, and 100% 
thrust, respectively. Five 
percent increments are 
provided by the ~ and 6 keys. 
You'll probably want to head 
for your target waypoints at 
full speed, but you'll have to 
slow down when you're close 
— it's almost impossible to hit 
a target when flying at top 
speed. 

Several other options are 




























♦ Experience the faithful, detailed re-creation of Tolkien's 
classic work. 


Are you hero 

...to ride with Gandalf, Aragorn, and the other 
Fellowship characters against the forces of the traitorous 
wizard Saruman? 

Then explore the all-new fantasy adventure game 
based on J.R.R. Tolkien's The Lord of the Rings. 


♦ Duel one-on-one with the evil Ores and Dunlendings. 

♦ Interact with individual characters and lead the elite / 
cavalry of Rohan as they battle across realistic 
3-D terrain, or let the computer r—m n n rm rj« 
handle the details of combat. 

See your local retailer, or call 1-800-826-0706 to order. 


lings. 
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at your fingertips. Various keys 
let you select a weapon, choose 
a target, engage your electronic 
countermeasures (to jam the 
enemy's tracking radar), and 
jam the enemy's infrared 
sensors. You know from the 
warning sounds which kind 
of jamming you should use, 
but even with jamming you'll 
have to take evasive action. 
Turn sharply left and right, 
dive and climb as unpre- 
dictably as you 
can, and don't 
hesitate to stall 
out and power- 
dive if you have 


Inevitably, 
you'll find your¬ 
self in combat. In 
addition to the 
weapons you chose at the start, 
your Stormovik has its own 
30mm cannon (with 2400 
rounds). Unlike many of the 
weapons in the game, the 
cannon depends on your 
shooting accuracy, and on your 
ability to lead the enemy 
aircraft by precisely the right 
amount. It's tough work 
against aircraft flying at such 
enormous speeds, but the 
satisfaction of a hit is 
overwhelming. 

Your guided missiles are 
much more effective, though. 
By using the A key to target in 


on a specific enemy craft, you 
can launch your AA missiles 
and let them home in on the 
enemy without you bothering 
to watch. If you're like most 
people, you'll want to find out 
if you scored a hit, but don't 
hang around too long. There's 
always another enemy nearby. 

The Stormovik has the 
capability of dropping chaff, 
little hunks of metal designed 
to confuse the radar of enemy 
guided missiles. If an infrared 
missile is after you, you can try 
to confuse it by releasing flares. 
You have 256 flares and 256 
chaff cartridges on board, and 
you're not likely to run out. 
But there's always the chance 
of an enemy missile finding its 
way through the clutter. 


ANY WAY 
YOU WANT IT 

One of Stormovik's strongest 
points is its variety of external 
views. As mentioned, you can 
change your viewpoint from 
the cockpit by using the arrow 
keys to look left, right, and at 
points in between. But you can 
also get viewpoints from a 
variety of angles. The default 
view is through the cockpit, 
and you can return here at any 
time by pressing FI. F2 allows 
a view straight out the back of 



Under attack over a city, your only 
choice is to dive to avoid being hit. But 
what awaits us belowyou can't know. 


your craft. (Dther function keys, 
however, or the View menus 
(accessed with the ESC key), 
show the plane as others might 
see it: the Stormovik from off 
to its right, off to its left, directly 
in front, from behind, from the 
ground, and from the top. You 
can also watch battles from 
behind your plane facing the 
target, or from behind the 
target facing your own plane. 
An intriguing view gives you 
a picture of the battle from the 
target's cockpit. Finally, you 
can look at your craft as if you 
were in another plane circling 
around it. All of these views 
can be magnified or reduced 
by using the zoom keys. 

Other settings are 
available as you fly your 
mission. You can turn sound 
on or off, and you can choose 
graphic detail ranging from 
low (increases display speed) 
to high (a lot to look at). You 
can choose slow, medium, or 
fast cockpit speed, a choice that 
affects the frequency with 
which flight instruments are 
updated. Finally, you can opt 
for easy landings. This friendly 



Bombs away! It'll be close, but you 
might score a hit. Then again, you 
might become one. 






























Failure's not so bad. There's always 
sentry duty in the cold Russian win¬ 
ter. What could be more fun? 


command — a superb choice 
for beginners — allows you to 
aim for a runway and land 
safely, even if you've totally 
botched the procedure. All it 
asks is that you be on a runway. 

Like all detailed flight 
simulators, Stormovik takes 
considerable practice. Plan to 
spend several hours learning 
the ins and outs of 
maneuvering, navigating, and 
landing, and plan to lose a great 
many aerial battles before 


learning how to shoot down 
enemy aircraft. Plan to wait 
even longer before having a 
successful bombing mission, 
because dropping bombs is 
another game altogether. 

What makes Stormovik 
more challenging than many 
flight simulators is its speed. 
As noted, the flight controls 
are extremely sensitive, and 
targeting is, for beginning 
pilots, almost impossible. 
These are frustrating problems 


As you approach a runway, you'll be 
OK with Easy Landing mode. In 
standard mode, this approach is far 


The screen says it all. You've been hit, and pretty hard. But you've taken out part 
of your objective. 


This is what a damaged Stormovik looks like from the ground. Should you eject, 
or see if you can bring things under control? 


at first, but they assure the 
player that Stormovic will not 
get old very quickly. Given the 
difficulty of succeeding at even 
the lower levels, there's no 
question that the more 
advanced scenarios will easily 
repay the game's price. Once 
past the considerable diffi¬ 
culties of simply learning the 
ropes, the game is continually 
fascinating. 

The game's most intri¬ 
guing point, however, is its 
focus. As an officer in the Soviet 
air force, you're given the 
world situation from the Soviet 
point of view, even in the 
instruction manual. This is a 
superb bit of role-playing, and 
it alone is almost worth the 
game's price. 

C^P 


Hardware requirements: 
512K minimum memory; 286 
or faster machine recom¬ 
mended; VGA, MCGA, EGA, 
CGA, and Tandy 16-coior 
graphics; Ad Lib and CMS 
sound boards supported; 
mouse optional. 













































P.J.'sgotbigplansforTrudytonight. 
Too bad the inhabitants of an alter¬ 
nate universe have even bigger plans 
for our unsuspecting hero. 


he best-laid plans 
1^ of P.J. Barrett 
I have gone more 
than a little 
I astray. There had 
been so much 
hope for the 
evening ahead of 
him—some tele¬ 
vision, a few 
munchies, and the girl of his 
dreams, Trudy. He'd even 
taken his TV in for a tune-up so 
that nothing would interfere 
with his night of "video a la 
Trudy." When the quasi-hu¬ 
man behind the counter at Bob's 
TV Repair informed him of a 
TV set mix-up, P.J. thought he 
could almost hear a faint rip¬ 
ping sound, as the fabric of this 
night's own particular universe 
began to give way. 

With a substitute TV 
which, he was assured, was the 
latest in high-definition tech¬ 
nology, P.J. tries to salvage his 
evening, only to be sucked into 
another dimension when he 
tries to adjust the tint. Floating 
in space, he meets up with the 
visual projection of JonQuah, 
who imparts a tale of deceit, 
mysticism, and possible galac¬ 
tic doom. It seems that the 
loaner TV belonged to a great 
warrior (remember the Dolph 
Lundgren look-alike at Bob's 
TV Repair?) who was to return 
to the planet Daltere when 
called, and battle JonQuah's 
evil brother, Helmar. A victory 
meant freeing the planet. Since 
there's no time to get anyone 
else, our boy P.J. is pressed into 


duty as Daltere's savior. 
Equipped only with his wits 
and some simply stunning pa¬ 
jamas (decorated with exquis¬ 
ite little fleurs-de-lis), P.J. sets 
out on an adventure that may 
prove to be almost as exciting 
as his postponed evening with 
Trudy. 

With little ceremony, P.J. 
is plopped down on a floating 
island suspended several 
thousand feet above Daltere's 
surface, and tethered only by a 
single large vine. This is the 
domain of Vindah, a wizard 
who can foresee a future where 
Daltere is but a smoking, acid- 
washed ruin, the result of 
HelmaFs madness. Alnar and 
Ventro, two artisans who live 
on the floating island, are 
helpful enough, given their 
limited knowledge. Like many 
of the other denizens of Daltere, 
they don't think much of 
Helmar, and so reminisce about 
the good old days, sometimes 
to the exclusion of all else. But 
Alnar will provide you with 
weapons forged by his own 
hand, while Ventro will allow 
you to make off with the frags 
(information fragments) that 
you'll need. It's obvious, 
though, that any real answers 
must be found on the planet's 
surface. 

Getting to the surface will 
probably be your first real 
challenge. Suffice it to say that 
you'll have to find some way of 
using the flora, though not in 
any way you might imagine. A 
big part of the charm of this 


The only place to which P.J. can gain access is this odd tittle factory, where two very 
different creatures go about their work, mostly oblivious to the outside world. 


Altered Destiny 

CARY MEREDITH 


The guy at the television repair shop 
said this TV had all the latest technol¬ 
ogy, but who could have guessed that it 
included a dimensional gate? 


Landing on Vindah's floating island 
in nothing but his pajamas, P.f. must 
somehow arm himself and find a way to 
reach the surface of Daltere. 
























Wtth acid secreted from tfte palm of ms huge hand, Alnar can fashion almost 
anything out of metal. This includes weapons and cages, if you know how to ask 
him for them. 



The crossroads is the center of your 
activities on Daltere, even serving as 
a storage area for the extra items you 
find but can't carry. 



For all her intimidating size, Lantra is a gentle soul who wishes only to raise her 
crystals in peace. Help her with irrigation and you'll be amply rewarded. 


type of game lies in devising 
new ways to use old, familiar 
items. To be successful on 
Daltere, you'll have to twist 
your mind to approach prob¬ 
lems in unorthodox ways. If 
there's one constant in 
Accolade's Altered Destiny, it's 
that hardly anything is done 
in a straightforward, conven¬ 
tional way. 

Daltere is a planet where 
things may or may not be as 
they seem. While many parts 
of the planet seem serene and 
almost paradisaical, there is 
danger hiding just about ev¬ 
erywhere. The wizard Vindah 
warns you of this on your first 
visit to him. Unfortunately, to 
obtain the articles Vindah 
needs for his divination, you'll 
have to travel immediately to 
one of the dangerous areas. 
The woods, to the northwest, 
contain the essenhal ingredient 
for the wizard's conjuring, but 



Even though Ventro's frags are this 
world's communication broken down 
to its basic elements, Ventro himself 
doesn't seem to know, or care, much 
about what's going on down on 
Daltere. 


they also contain deadly 
whirlpools, ax-toting mon¬ 
sters, and the overly affec¬ 
tionate Hoppas. You'll return 
to these woods later for a 
conversation with, and an im¬ 
portant object from, the exiled 
JonQuah — but you'll have to 
visit the Order of the Jewel 
and Yula canyons first. 

Once you've learned 
something of your future from 
Vindah's divination, you must 
find a way to enter the cave of 
the Order of the Jewel. Here, 
you'll meet Lantra and To- 
whee, both survivors of an 
earlier time before Helmar's 


domination. Both are eager to 
help if you can first find a way 
to help them (helping Lantra 
first will enable you to aid 
Towhee and obtain a second, 
very vital scroll). The sleepy 
forest to the southeast will 
eventually provide a gateway 
to your final encounter with 
the crazed Helmar, but initially 
it seems to be just a quiet ha ven 
for the fluboxes and the 
flutterbys (Daltere's fauna has 
that almost-familiar quality). 
Should you feel the urge to 
take a nap, do so. In fact, you'd 
be unwise not to take advan¬ 
tage of a short visit with 
























Thelndellabirdis 
curious about 
your contraption, 
but it's not about 
to spring the trap 
until you offer 
some attractive 
bait. 


Of all the creatures on Daltere, per¬ 
haps Master Towhee, the old librarian, 
can best remember the distant past. 
His weak eyes could use some help, 
however. 


these lands, they cast off their 
fears of death. Now, in the form 
of wraiths, these fears inhabit 
the canyons and are fatal to 
living creatures. The other in¬ 
habitants of the canyons, the 
Kleegs, aren't really danger¬ 
ous, just terribly pesky. If you 
have to drop anything you 
might be carrying, take care or 
a herd of Kleegs will carry off 
everything. 

Visiting with JonQuah in 
the chamber below the Pool of 
Light provides you with the 
item you'll need to make it 
past the howlers that prowl 


Morpheus, since your slum¬ 
bering could uncover a very 
important item and some 
useful informa¬ 
tion. 

The can¬ 
yons to the 
northeast, 
where the giant 
Yulas once 
went to die, are 
riddled with 
paths and pas¬ 
sageways, and 
naturally contain items essen¬ 
tial to your success. The paths, 
formed from slime, are quite 
tricky to say the least, so you'll 
want to save frequently as you 
journey along them. When the 
Yulas made their final trek to 


Once you've collected everything for Vindah's divination, it's back to the sky 
island for a quick float over to Vindah's meditation annex. 


The slimy and treacherous paths of the Yula canyons are passable if you remember 
to keep to the left most of the time. 


the sea surrounding the Crys¬ 
tal Castle. Note what you see 
as you're falling down to the 
tile floor and you'll have no 
trouble deciphering the sym¬ 
bols and crossing the floor 
safely. The final assault on 
Helmar's palace and your 
confrontation with him seem 
almost anticlimactic, consid¬ 
ering what you've already 
been through. 

You've heard this before, 
but it bears repeating, espe¬ 
cially in this game: Save often! 
Daltere isn't the most hospi¬ 
table planet, so a quick and 
unpleasant death is always 
possible. You can, in fact, die 
quite easily from what would 
first appear to be relatively 
harmless situations. And sav¬ 
ing often, especially at critical 
points in the game, can be great 
insurance against an incorrect 
decision. There are a number 
of places in Altered Destiny 
where you find what appears 
to be a correct solution to a 
problem, only to discover later 
that there was another, better 
solution. Capturing the elusive 
Indella bird is one example of 
this. After obtaining a trap 
from Alnar, you must journey 
to the bird's habitat, set the 
trap, and bait it. If you use the 
most obvious item in your 
possession for bait, you won't 





















SPELLCASTING 101 



Spellcasting 101: Sorcerers Get All The Girls is yet another bawdy, irreverent graphic adventure from Steve Meretzky, 
author of The Hitchhiker’s Guide to the Galaxy, Leather Goddesses ofPhobos and Zork Zero. Despite the presence 
of “naughty” and “nice” modes, this game is not recommended for those who a) have weak hearts, b) believe sex is a four-letter 
word, or c) think college students, no matter what universe they live in, spend their free time studying. 


EGAgraP^''" 


Best 


Entertaia 




GET ALL THE ( _ 

_ ICornP^ 

Following high school graduation, Ernie Eaglebeak had two career options: Dragon Tending or 
Sorcery. 

Dragon Tending demanded interminably long days roasting imder the acrid breath of temperamental 
dragons in holding pits of dirt and grime. 

Sorceiy offered a four-year romp through Sorcerer University — four years of outrageous ffat parties, 
scantily-clad co-eds and reckless behavior. 

Sorcerer U. also meant plenty of adventure — from battling dragons in the Simulation Lab with only 
arcane spells as weapons; to grappling with zesty females in real life using more, um, naturad tools. 

Tough choice. 
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If, as Freud believed, a dream is a wish 
fulfilled, then P.f. has got some defi¬ 
nite problems. A desolate, burned 
landscape, dotted loith pits of boiling 
acid, is not exactly a dreamy paradise. 




have it later when you really 
need it. Saving your ganae just 
prior to baiting the trap will at 
least give you the option of 
starting over at that point. 

Another basic rule in this 
game is to look at everything, 
even objects that seem irrel¬ 
evant. You never know when 
an object or a passage might be 
important, and the scenery 
graphics are just complicated 
enough to hide critical features. 
The game designers have cer¬ 
tainly included 
enough red her¬ 
rings to make 
things exquis¬ 
itely frustrat¬ 
ing, but you 
can't afford to 
overlook any¬ 
thing. And, of 
course, just to 
make your burden a little 
heavier, you're limited in the 
number of items you can carry 
at one time. You can get around 
this by finding a safe place, 
such as the crossroads, where 
you may leave items for safe¬ 
keeping. You still must plan 
ahead, however, so that you 
possess the right items at the 
right time. 

Dealing with the text 
parser may take some getting 
used to. As in Les Manley in: 
Search for the King, there are 
certain grammatical construc¬ 
tions that the parser can't rec¬ 
ognize. You must be careful 
where you place sentence ob- 



Up til now, it was best to avoid the sprinklings of the Hoppa plant. You're going 
to need the fertilization, however, to get much further in the game. 


\ 


jects, and the parser is usually 
baffled when you attempt to 
use words which can function 
as both verbs and nouns. Also, 
as in the earlier game, there are 
a couple of instances where 
there is one, and only one, 
word that will work. The battle 
with Arrarra, over the Pool of 
Light, is a case in point. There 
is only one word that will allow 
you to advance onto the plat¬ 
form without getting sliced, 
diced, and julienned. Unfor¬ 
tunately, it's not a word most 
people use in everyday con¬ 
versation (unless you happen 


to be Conan or He-Man). Ob¬ 
taining the first scroll from 
Master Towhee is also an ex¬ 
ercise in exact phrasing. 

If you have one of the 
sound boards for which A /tered 
Destiny was designed, you'll 
have the added experience of 
a great soundtrack. Each area 
of Daltere has its own theme 
music, and some of the pieces 
are quite clever. Especially nice 
is the little fugue that plays 
when you're inside the Crystal 
Castle. 

The graphics are pretty 
much the existing standard for 
























The final con¬ 
frontation with 
Helmar. Since 
there's still a 
remnant of civil¬ 
ity left in him, 
he'll give you 
your choice of 
weapons, fust re¬ 
member that the 
most obvious 
choice isn't the 
best choice. 


Hardware requirements: 
640K minimum memory; 
VGA, MCGA, EGA, CGA, 
and Tandy 16-color graph¬ 
ics; 8-MHz AT or faster rec¬ 
ommended; hard drive re¬ 
quired; supports sound 
boards; mouse optional. 


Were you paying attention on your 
way down to this courtyard? If so, 
then the trip across these tiles and on 
to fonQuah will be uneventful. 


Sometimes the most obvious solution is not the right one. Taking this roundabout 
way to the castle is best if you can "slip" past those clinging vines. 


this type of game. There is an 
extended VGA/MCGA op¬ 
tion, which slightly changes 
the game's appearance with¬ 
out actually adding any more 
colors or extra resolution. It 
makes some of the colors, such 
as sky and skin tones, a bit 
more realistic, but it makes the 
overall picture appear a little 
darker and uses more memory. 
If you have even a couple of 
TSRs (terminate-stay resident 
programs), such as mouse 
drivers, you may not have 
enough memory to run Altered 
Destiny in this extended mode. 
Since this is a game that actu¬ 
ally seems to play better with 
the keyboard instead of the 


Those plants are pretty, but also quite deadly. They can be silenced by gently 
squeezing one of the little creatures you've managed to pick up. 


mouse, you shouldn't feel that 
you' re losing any of the game's 
flavor just because you don't 
have a rodent in your hand. 
Also, as with so many new 
games, the speed of your 
computer is critical. Accolade 
recommends that you have at 
least an 8-MHz AT machine— 
if you run the game with the 
standard VGA graphics, this 
is probably a good suggestion. 
I was able to run the game 
with EGA graphics on a 640K 


10-MHz XT and get acceptable 
results, so all is not lost for 
players with less speedy set¬ 
ups. One other possible stick¬ 
ing point—you 
must have a 
hard drive to 
play Altered 
Destiny. A game 
that comes on 
eight 5.25-inch 
disks is not one 
you'd want to 
run with only a 
couple of floppy drives. 

In a sense. Altered Destiny 
can be described as "Leisure 
Suit Larry meets Ultima." On 
the heels of Les Manley in: Search 
for the King, their first foray into 
this particular area of role- 
playing adventures, the folks 
at Accolade have come up with 
another winner. While there's 
no groundbreaking here, 
there's certainly a lot of hu¬ 
mor, mind-stretching, and en¬ 
joyable exasperation —just the 
right recipe for a good role- 
playing adventure. 

C^P 
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LIVES 


IMEIL RANDALL 


COUNTDOWN TO DOOMSDAY 





efore the invasion 
of computers into the gaming 
market, war game designers 
and players decided that new 
game systems should be devel¬ 
oped for virtually every era and 
scale of game. You can't use a 
World War II system in a 1990's 
scenario, the wisdom went, nor 
can you design a game about 
Gettysburg around a system 
designed to simulate Waterloo. 

To some extent, this wis¬ 
dom was later extended to the 
role-playing market. New sys¬ 
tems were de¬ 
veloped for 
practically ev¬ 
ery new game, 
first to avoid 
copying an ear¬ 
lier system, and 
second to em¬ 
phasize that the 
new game was 
an entirely new situation. So 
Traveller looked to science fic¬ 
tion for its role-playing struc¬ 
tures, just as Dungeons and 
Dragons had looked to the tales 
of swords and sorcery. 

That insistence—that new 
situations require new systems 
— is what makes SSI's Buck 


Rogers in the 25th Century, Vol¬ 
ume 1: Countdown to Doomsday 
fascinatingly unusual. Like its 
non-computer counterpart, 
TSR's Buck Rogers in the 25th 
Century role-playing system. 
Doomsday uses the system de¬ 
signed for Advanced Ehmgeons 
& Dragons, a dyed-in-the-wool 
fantasy game. In other words, 
it completely rejects the notion 
that different genres require 
different game systems—yet it 
very much succeeds, despite 
the odds. 

The history of the Buck 
Rogers universe isn't especially 
important here, except to note 
that your party of adventurers 
is part of a band of rebels called 
NEO (the New Earth Organi¬ 
zation). NEO was formed in 
the early part of the 25th cen¬ 
tury to combat the excesses of 
the imperial organization 
known as RAM (the Russo- 
American Mercantile). As part 
of NEO, you fight in the same 
battles as the almost mythical 
Buck Rogers. The year is 2456, 
and RAM is about to attack big- 
time. 

RAM has produced some¬ 
thing it calls a doomsday de¬ 


Atha, the female leader 
of the Desert Runners, 
wants to know how the 
RAM attack can occur 
silently. Rememberwhat 
Scot.dos told you. 


vice. Hardly a new concept in 
science fiction, this device is 
basically a super lens designed 
to harness the sun's energy and 
direct a bolt towards earth that 
would sterilize the planet. 

Your party's mission is to 
destroy the doomsday device 
before RAM can use it. Natu¬ 
rally, doing so isn't easy. You'll 
have to work your way from 
adventure to adventure in or¬ 
der to collect the skills, weap¬ 
ons, and items needed to com¬ 
plete the task. Your first adven¬ 
ture is on Earth, but you'll find 
yourself on the moon, on Mer¬ 
cury, on Venus, and in the as¬ 
teroid belt as well. 

Experienced players of 
SSI's AD&D games will find 
themselves at home almost 
immediately. There are, how¬ 
ever, some notable improve¬ 
ments to an already strong sys¬ 
tem. Character creation, for 
example, is much better, and 
gone is the lengthy AD&D icon- 
creation stage. Instead of de¬ 
ciding that the on-screen icon 
for a character should have a 
certain head, a certain body, 
and specific weapons, you sim¬ 
ply scroll through an assort- 
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Hmmm...crowded room, this. Let's 
hope those RAM uglies aren't as 
dangerous as they look. 


merit of already-created icons 
and choose the one you want. 
A little bit of flavor has been 
lost here, but you'll no longer 
find yourself avoiding charac¬ 
ter creation because it takes too 
long. The new system is much 
more manageable, yet every bit 
as workable. 

Two other improvements 
are noticeable when you start 
playing. First, you don't have 
to move through every square 
of every room in order to find 
something. Instead, you're told 
of a room's contents (or that 
you would be wise to search 
further) as soon as you enter 
the room. Given the huge num¬ 
ber of rooms in this game, this 
enhancement demonstrates 
that Doomsday received con¬ 
siderable play-testing. 

The second enhancement 
is subtle but equally important. 
In AD&D games, you can use 
the quick option to have the 
computer control a character in 
battle. The only problem is that 
the computer keeps control 
until you hit the space bar, even 
if you start a new battle. This 
means that if you let the com¬ 
puter take command during the 
mop-up stage of one battle, you 
can lose control of the first 
round of the next. With 
Doomsday, you can still use the 
quick command, but the com¬ 
puter gives up its control when 
the current battle ends. This 
seems like a minor point, but it 
isn't, especially when you reach 
the later, more difficult battles. 
You want as much control as 
you can get. 

The major enhancement to 
the AD&D game system is the 
addition of ship-to-ship space 
combat, something that obvi¬ 
ously has no place in a fantasy 
world but which is essential in 
a sci-fi world. It's a fairly simple 
combat system, but it has prob¬ 
ably as much flavor as it needs 
for a game that isn't really about 
space combat. You assign a 


crew member to the role of pi¬ 
lot (make sure you build up 
pilot skills for one of your 
party), and the rest operate the 
weapons. You can close with 
the enemy ship or attempt to 
withdraw from it, and you can 
either aim at specific systems 
on the opposing ship or just 
blast away and see what you 
hit. Destroy the hull and the 
ship blows up; destroy its con¬ 
trols and it sits motionless in 
space. 

The goal in ship combat is 
to capture the enemy vessel. To 
do so, you can close on it, ram it 
to soften up its inhabitants, then 
board it and take it over. There's 
salvage to be gained, and in 
one case — a pirate ship — 
there's a great deal more to be 
had. Actually, boarding is the 
only way to defeat one of 
RAM's larger vessels, because 
if you stand back and fire you'll 
get blasted out of the sky. 



Characters can be Terrans, 
Martians, Venusians, Mercur- 
ians. Tinkers, or Desert Run¬ 
ners. The first four are human, 
while Tinkers and Desert Run¬ 
ners are "gennies" (genetically 
engineered races). Once a race 
is chosen, each character is as¬ 
signed a career as a warrior, 
rocketjock, medic, engineer, or 
rogue. The best plan; Have at 
least one of each in the party 
because each begins with a dif¬ 
ferent set of skills. 

Dexterity skills include 
Acrobatics, Drive Jetcar, and 
Maneuver in Zero-G (an ex¬ 
tremely important skill in com¬ 
bat). Among the Tech skills are 
First Aid, Demolitions, Repair 
Electrical, and Sensor Opera¬ 
tion. Skills for medics range 
from Diagnose through Treat 
Critical Wounds, while Intelli¬ 
gence skills focus on As¬ 
tronomy, Battle Tactics, Math¬ 
ematics, Programming, and 
Library Search. Note that not 
all available skills are used in 


Doomsday — the system as¬ 
sumes you'll want to transfer 
your characters to future games 
in the series. 

Countdown to Doomsday is 
a game of exploration and 
combat. Generally speaking, 
the balance between the two 
seems about right. Except for 
the space rats 
later in the 
game, there's 
very little of the 
endlessly an¬ 
noying kind of 
combat usually 
found in these 


system has evolved to the point 
where it's more enjoyable and 
playable. I still wish, though, 
that the game would give you 
the option before each combat 
of using the full tactical battle 
display or just having the com¬ 
puter calculate and give you 
the results. Some combat se¬ 
quences could still be manda¬ 
tory, but you wouldn't be 
forced to waste time fighting 
yet another trio of rats. 

My only other wish for the 
system is a way of loading a 
saved game at any time. You 
1 save up to ten game posi¬ 
tions, and you can load any one 
of them to begin playing, but if 
things are going badly and you 
wish to start from a saved posi¬ 
tion, you must exit to DOS and 
start all over. This seems ex¬ 
tremely unfriendly. 

Einally, a more philo¬ 
sophical quibble. Doomsday is 
an unquestion¬ 
ably successful 
science-fiction 
adaptation of a 
fantasy system. 



space-combat 
screen shows the 
enemy ship and 
details about 
damage levels to 
your ship and 
theirs. Take aim 
at specific loca- 



tally different from one another 
that such adaptation isn't pos¬ 
sible. Could it be that, except 
for subject matter, the game 
world has confused these two 
genres? Or is that the state of 
affairs in the publishing world 
IS well? Food for thought. 
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DESKTOP 

GENERAL 

WILLIAM R. TROTTER 


"NATIONS AT WAR": 

A FIRST LOOK AT UMS II 



_ ne of my fa¬ 
vorite parts of Hitchhiker's Guide 
to the Galaxy is the fable of the 
planet Magrathea, whose 
hyperspatial engineers sucked 
matter from white holes and 
custom-designed entire plan¬ 
ets for rich sponsors. One of the 
most famous planet-designers 
was a fellow named Slar- 
tibartfast, who specialized in 
jagged coastlines. His favorite 
was Norway, for which he had 
won some kind of award. 

"Doing the coastlines was 
always my favorite...lovely, 
crinkly edges...used to have 
endless fun doing the fiddly 
bits in the fjords...," 
Slartibartfast was wont to say. 

I've just spent a couple of 
fascinating days getting a sneak 
preview of a program that raises 
fiddly-bit tinkering to the status 
of a fine art. It is the Universal 
Military Simulator 11, or, more 
simply, UMS 11. Mere mention 
of that title should be enough 
to make veteran computer war 
gamers sit up and take notice. 

As it happened, the origi¬ 
nal version of UMS was the first 
PC war game that landed on 
my desk for review after I joined 
Game Player's. I lacked any pre¬ 


vious experience with com¬ 
puter games, but I came to them 
from a lifetime of reading and 
writing military history and an 
addiction to historical board¬ 
gaming that started back in 1965 
with Avalon Hill's Stalingrad. 

Coming to UMS from such 
a background, I was amazed 
by its power, convenience, and 
freedom. It offered the histori¬ 
cal "feel" of the best board 
games, but without the mess of 
mapboards, dice, and all those 
little cardboard pieces. With 
UMS, you could refight a battle 
as big as Waterloo smoothly 
and confidently, thanks to the 
reassuring impartiality of the 
computer when it came to 
guaranteeing accurate move¬ 
ment and casualty-toting. Best 
of all, you didn't have to worry 
about the cat sneaking into the 
room at night and wiping out 
two days' painstaking set-up 
by taking a swipe at your right 
flank. 

Although UMS came with 
several good programmed 
scenarios, the feature that most 
players fell for was the auxiliary 
program that let you design 
your own battles or edit the 
historical ones. Using that 


Operation Desert Shield: the 
linessouthofKuioaitCity.VMS 
II's data for this dangerous 
situation is remarkably timely 
and complete. 


powerful program, you could 
generate terrain maps and de¬ 
ploy made-up armies, accord¬ 
ing to your sober scholarly in¬ 
terests or your craziest whims. 
You could also play endless 
games with history itself — by 
giving Lee back his cavalry at 
Gettysburg or giving Napoleon 
a squadron of tanks at 
Waterloo...and then seeing 
what would have happened. 
No matter how perverse, ab¬ 
surd, or fantastical the scenario, 
you could always trust UMS to 
play things out to the end fairly, 
efficiently, and non-judg- 
mentally. 

So enthusiastic was the 
response to the original UMS, 
and so numerous the sugges¬ 
tions for improvements and 
expansions of the concept, that 
designer Ezra Sidran and the 
staff at Intergalactic Develop¬ 
ment Corporation began almost 
immediately to develop a se¬ 
quel. 

Now, after three years of 
intensive labor and testing, that 
sequel is almost ready to debut 
(Microprose will distribute, 
which guarantees the product 
a wider circulation than its 
predecessor). 













menus. 

"One of our design goals," 
said Sidran in a recent conver¬ 
sation, "has been to let the 
player control everything, in¬ 
cluding the level of control he 
or she wants." 

An improved, point-and- 
click interface will make that 
control significantly easier than 
the one in the original UMS, and 
naturally the graphics will be 
considerably upgraded. The 
original grid-point system for 
terrain mapping and move¬ 
ment will be retained, however, 
as it provides optimum flex¬ 
ibility. 

In size and scope, the se¬ 
quel dwarfs the original. While 
final marketing plans are still 
being discussed, it appears now 
that the basic program will be 
offered with one global-scale 
historical scenario included 
(probably the "Alexander the 
Great" scenario) and other 
campaign scenarios available 
as modestly priced add-on 
modules. Two of the latter are 
"Assault on Fortress Europe" 
(D-Day and beyond) and "The 
Age of Napoleon." 

These are vast programs 
in themselves, and the player 
can elect to bring into the con¬ 
flict nations which were not 
actually involved in the original 
events. What if Napoleon had 
coordinated his attack on Rus¬ 
sia with an invasion by the 
Ottoman Empire to the south? 
What if he had sent an expedi¬ 
tionary force to America to help 
the United States wrest Canada 
from Great Britain? Try it and 
find out what might have 
happened. 

And if you want to find 
out what might still happen, 
you can play the timely "Desert 
Shield" scenario, which gives 
you the Mideast as a theater of 
war, and lets you control the 
armed forces of all the current 
players. 

Sidran isn't quite through 
tinkering with this program yet 


("We keep getting updated in¬ 
formation that needs to go into 
it," he explained), but even in 
the early version I saw, the 
database is most impressive. 
Every unit of the Iraqi, Saudi, 
Iranian, and Israeli armed 
forces — even the naval units 
— as well as the multi-national 
expeditionary force, is yours to 
command. The great thing 
about this kind of simulation is 
that you can satisfy your curi¬ 
osity about what would happen 
if the balloon goes up, without 
anyone actually being killed to 
resolve the issue. 

Sidran and his team got 
their order-of-battle informa¬ 
tion from public, though often 
highly specialized, sources: 
defense industry newsletters, 
Jane's army and navy annuals. 
Aviation Week, and so on, but he 
assured me that his data has 
been checked by insiders and 
that it received high marks for 
accuracy. 

I couldn't resist asking 
Sidran if he thought the Desert 
Shield scenario would be acted 
out with real bullets and, while 
he could only speculate about 
the many possible events that 
could trigger a shooting war, 
he had a compelling reason for 
hoping that the shooting would 
be confined to computer 
screens. 

"Most of the time, when 
we run a ground-war simula¬ 
tion, our side loses, or we come 
up with a stalemate. That 
changes, however, if you throw 
in cruise missiles, B-52s, or tac¬ 
tical nukes." 

Yeah, I guess it would.... 

As big and impressive as 
the packaged scenarios are, I 
suspect the reason most gamers 
will love UMS II is the 
stupefyingly vast module en¬ 
titled The Planet Editor. You 
want "big" in a war game? With 
the Planet Editor, you can create 
worlds, sculpting their geogra¬ 
phy, terrain, and even weather. 
Sprinkle them with roads, ca¬ 
nals, fortresses, and ports, cre¬ 
ate nations of any size and 
technological level, and turn 
them loose to wage apocalyp¬ 
tic campaigns that can be glo¬ 
bal in scope. 

You can, in fact, create up 
to 127 nations on a planet. These 
nations may be divided into a 
total of 525 provinces or states, 
and as many as 32,000 military 


units distributed among them. 

Start by outlining land and 
water masses, then zoom in to 
place jungles, deserts, moun¬ 
tains, rivers, tundra, urban 
zones, forests, even polar ice. 
Sketch in transportation routes, 
from simple wagon tracks to 
superhighways. Add cities, 
from primitive villages to sub¬ 
terranean and "skypolopolis" 
locales (what Sidran's people 
call "Jetson cities") for sci-fi 
wars. 

Set your level of technical 
sophistication, from Stone-Age 
to "advanced gunpowder" to 
futuristic. Give your nations 
diplomatic and political identi¬ 
ties, making some of them 
monarchies, some democracies, 
some even theocracies. Then 
give everybody an army and a 
navy (air force and space force, 
too, if you're at the appropriate 
technological level). The pro¬ 
gram lets you roam over the 
whole of military history — in 
just the naval menu alone, for 
instance, you can create 12 types 
of vessels, from galleys to bal¬ 
listic submarines. 

And once 
you've your 
armed forces, 
you can give 
them leaders, 
from "hopeless" 
to "genius," and 
fine-tune their 
personalities 
from passive to 
rabidly aggressive. 

All of these details, of 
course, have a direct influence 
n what sort of war the com¬ 
puter will fight once you turn 
the program loose. You have 
the option, also, of letting the 
computer handle the cam¬ 
paigns while you observe with 
Olympian detachment, or of 
jumping in at any time and 
seizing control of any army. 

I've no doubt omitted 
some things, but you get the 
idea. The UMS II Planet Editor 
is an awesome war-game con¬ 
struction set, one that fulfills 
many a fantasy. You won't 
master the program quickly, 
maybe not even easily, al¬ 
though Sidran's documenta¬ 
tion is massive and detailed. 
But once you do, it offers an 
almost infinite number of war¬ 
gaming possibilities. 
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REALITY 

ARLAIU LEVITAIM 

STUNT DRIVER: BEYOND THE CIRCUIT 


You don't have 
to join the Air 
Force to go air¬ 
borne in Stunt 
Driver. As any 
pilot will tell 
you, taking off is 
considerably 
easier than land¬ 
ing. 







■ 've sat down behind 
the wheel of dozens of race-car 
simulations over the years, but 
none I've tried before has 
piqued my interest for more 
than a weekend. Computerized 
racing tends to be a rather one¬ 
dimensional affair: Drive 
around the track ad nauseam, 
stay out of the way, and 
hopefully in 
front, of the 
other guy, and 
watch the gas 
gauge. The most 
successful 
driving sim¬ 
ulations have 
been those that 
wander far 
afield from Le- 
Mans and Daytona. 

With this in mind. Spec¬ 
trum HoIoByte has released 
Stunt Driver, which makes no 
pretense of being a repre¬ 
sentation of life on the Grand 
Prb( or IROC circuit. What it 
does do is successfully meld 
the world of racing and pedal- 
to-the-metal acrobatics into a 
(dare I say it in a column on 
simulations?) fun-to-play and 
engaging package. 


Fresh on the heels of 
Spectrum Holobyte's popular 
Vettel, Stunt Driver one-ups its 
predecessor in smoothness of 
animation and level of detail. 
However, as Holobyte has 
added features and functions 
to its most recent round of 
simulations, the CPU cycles 
required to take advantage of 
all the bells and whistles has 
rapidly risen. Owners of PCs 
and PC/XTs shouldn't waste 
their time applying for a Stunt 
Driver license. The packaging 
clearly states in teeny-tiny print 
that it requires an 8- MHz 80286 
machine as a minimum 
hardware platform. If you want 
to take advantage of Stunt 
Driver's slick VGA graphics, a 
20-MHz system is in order. It's 
a little hard not to begrudge 
being forced to upgrade my 
lowly AT clone to a 33-MHz 
80386, so that I can be 
reasonably sure of being able 
to review the next two years of 
entertainment software. 

Once past the rather beefy 
hardware requirements, it's 
obvious that Holobyte has done 
a lot of things right with Stunt 
Driver. My primary criticism of 


mostof the driving simulations 
I've tried in the past has 
centered on the areas of steering 
and handling. It's hard to get 
involved with a simulation in 
which you fly of f the track every 
time you blink. On the other 
hand, driving a car that's 
literally glued to the asphalt is 
not likely to kick the oT 
adrenalin into gear, either. The 
better packages that provide 
adjustments for steering-rate 
responsiveness are a step in the 
right direction, but don't quite 
cut the mustard. 

To remedy the vagaries 
introduced by differences in 
driving styles, reaction time, 
and overall skill, Holobyte has 
included a configuration editor 
that lets you customize many 
of the simulation's parameters, 
including those that affect a 
car's handling. Maximum 
speed, brake potency, 
automatic-transmission shift 
points, tire grip, skid decay, and 
oversteer effectiveness can all 
be varied within reasonable 
limits to suit your taste and 
capabilities. Fine-tuning the 
parameters is a bit of a hassle, 
since the configuration editor 





















If you grow weary of the basic courses, Stunt Driver has a track editor 
that lets you design your own. Go easy on the oil slicks and give 
yourself enough room to build speed before entering a stunt. 


cannot be accessed from within 
Stunt Driver, but the whole 
process took me less than a half 
hour and markedly improved 
my performance in the sim¬ 
ulation. 

After an hour or so spent 
honing my basic driving skills 
on a high-speed oval and skid 
pad, I was ready to move on to 
one of four pre-rolled tracks, 
each presenting a higher level 
of difficulty and an increasingly 
greaternumberofstunts. Itried 
using both joystick and mouse 
to control my car, but finally 
settled on using the keyboard, 
which yielded more positive 
steering control. 

The Hill is a fairly 
straightforward stunt, being 
nothing more than a steeply 
inclined humpback on the 
course. Take it at higher-than- 
recommended speed and 
you're airborne. Really ex¬ 
cessive speeds send you up like 
a rocket until gravity takes over 
and tumbles you earthward to 
crash and burn. 

The Drawbridge rep¬ 
resents a moving target that's a 
snap to handle when its ramp 
is down or at a low angle. If you 
blow your timing and enter the 
stunt while the ramp is 
elevated, you're a likely 
candidate for Stunt Driver 
heaven. 

The Loop-the-loop works 
just like the one in my kid's Hot 
Wheels set. Hit the entrance to 
it at high speed, and centrifugal 
force will keep you pasted to 
the track as you invert. If you 
dpn't have the nerve to line up 
aAd punch it, you're a goner. 

The Corkscrew Jump is 
tough to execute, but a thing of 


beauty to watch. Barrel onto a 
ramp whose angle of incline 
changes radically in a trice and 
you go spinning along your axis 
of travel in mid-air, finally 
pancaking safely onto the track 
across the river. 

The High Speed Loop is a 
steeply banked hairpin turn 
that for my money is the 
toughest trick to master in Stunt 
Driver. Coming into the Loop 
at a high speed runs counter to 
instinctive driving. Move into 
the loop from the outside and 
quickly drop down into the 
groove while continuing to 
accelerate. If you let up on the 
gas in mid-turn, you'll fly out 
and up over the edge. 

Half the fun of Stunt 
Driver is watching your exploits 
on the track after the fact. A 
playback function with VCR- 
like controls lets you review 
your last run in its entirety. The 
view from the bucket seat of 
your car is fine for driving, but 
you'll most likely opt to review 
your track runs using the chase 
helicopter view or multi¬ 
camera mode which follows 
your progress around the track 
from changing points of view. 
Slow-motion, freeze-frame and 
zoom in/out controls let you 
critically view and evaluate 
your performance. Really slick 
heats may be saved and recalled 
for later study and ego 
gratification. 

If you get lonely on the 
track, you can add up to three 
computer opponents, each with 
their own style, ranging from 
Sunday Driver to Weekend 
Warrior. There's also a head- 
to-head mode which allows you 
to play against a friend (or 


enemy) with their own copy of 
StimtDrznerviamodemornull- 
modem cable. 

If you get tired of the five 
basic courses, you can create 
vour own using Stunt Driver's 
integrated track construction 
editor. If your imagination 
needs to be prodded, the 
simulation's authors have 
thrown in a handful of their 
favorites for your perusal or 
driving pleasure. 

There are literally dozens 
of fresh touches which nicely 
augment the realism and 
playability of Stunt Driver. 
Hitting other cars, poles, or 
buildings, or landing too hard 
after a jump, causes damage to 
your car. You can actually 
watch the debris fly. The more 
damage you endure, the worse 
your handling and acceleration 
get. To vary the view, six 
different horizon skylines are 



available, with New York and 
Tokyo featuring cameo ap¬ 
pearances by King Kong and 
Godzilla, respectively. The 
sound produced through the 
standard PC speaker is several 
cuts above average, and AdLib 
and SoundBlaster support 
serves up hi-fi racing racket for 
PCs with sound / music boards. 

I could go on but I've really 
got to run. I mean, I would like 
to run, but these casts keep my 
pace down to a slow jog. Don't 
worry, it only hurts when I 
punch the nitrous oxide in the 
Shelby. 


Don't let yourself be 
distracted by the guest ap¬ 
pearances ofGo&.illa and 
King Kong. 
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WILLIAM ft. TROTTER 



H ow impoverished 
would be the literature, even 
the history, of the English- 
speaking nations, if the 
Arthurian myths had never 
come into being. From minstrel 
ballads to novels to computer 
games...the line of inspiration 
flows, unbroken, for almost a 
thousand years — remarkable! 
About a year ago. Sierra re¬ 
leased its first Arthurian game, 
Concjuests of Camelot, and now 
Virgin Mastertronic enters the 
lists with its knightly offering. 
Spirit of Excalibur. 

Differences between the 
two games are 
pronounced, 
but then, one 
of the great 
strengths of 
the Arthurian 
legends has 
always been 
their ability to 
sustain radi¬ 
cally different 
interpretations. In the Sierra 
game, Arthur is the hero, and 
the graphics are stylized to re¬ 
semble classic book illustra¬ 
tions. When Excalibur begins, 
however, Arthur is dead and 
his realm is in disarray. And 
the graphic style could not be 
more different. 

The player assumes the 
role of Constantine, Arthur's 
hand-picked successor, in 539 
A.D. But little of Arthur's power 
remains in Constantine's 
hands. The one man whom the 
scattered knights might rally 
around — Sir Lancelot — is in 
retreat at Glastonbury, brood¬ 
ing over his betrayal of Arthur 
and his doomed love for 
Guinivere. To the north, two 
sons of the slain Mordred are 
gathering an army, intent on 
finishing what their father 
started. In the eastern prov¬ 
inces, powerful Saxon invaders 
are threatening London and 


The scrolling 
map of Olde 
Englande is 
beautiful. 
Plotting effec¬ 
tive strategy on 
it, however, is 
often a matter 
of guesswork. 




pillaging the countryside al¬ 
most without resistance. And 
somewhere in the dark forests 
of the wild countryside, the evil 
sorceress Morgan Le Fay plots 
a terrible vengeance on 
Camelot. 

Constantine has his work 
cut out for him. First, in an 
opening scenario that doubles 
as a tutorial, he must travel from 
York to Camelot, recruiting 
followers and dealing with 
miscreants along the way, and 
assume the crown. Then he 
must soiriehow lure Lancelot 
out of retirement, fend off the 
Saxons, and fight delaying ac¬ 
tions against Mordred's ram¬ 
paging offspring. After that, his 
real troubles begin. 

The game is almost wholly 
icon-driven and the playing 
system is one of refined sim¬ 
plicity. Long-distance move¬ 
ment and strategic operations 
are carried out on a gorgeous 
full-color scrolling map of me¬ 
dieval England. Traveling 
parties and individual questing 
knights are represented by 
moving shield icons. You can 
zoom in on any town, land¬ 
mark, or castle on the map by 


clicking on a magnifying glass 
icon and positioning it over the 
desired location. Whenever any 
traveler encounters someone or 
enters a combat situation, you 
have the option of viewing the 
incident closeup or just getting 
a report on the outcome flashed 
on the top of your screen. 



Sightseeing is one of this game's prime 
attractions. 


Large-scale combat is 
fought by animated armies 
against generic backgrounds. 
You can control some of these 
battles, issuing orders to 
knights and archers and ex¬ 
ecuting some basic tactical 
maneuvers. In other battles, 
fought between forces over 
whom Constantine and his 
knights have no control, you 
can only observe. While pretty 











E X C A L I BUR 



Stonehenge by night — sinister rites are sometimes practiced here. 


to view, battlefield screens are 
too small in comparison to the 
rather top-heavy menu that 
frames them. 

Individual combat takes 
place in closeup screens that 
are graphically dazzling. The 
combat system, however, is not 
wholly pleasing. You can cause 
a warrior to thrust, or to hack 
with a slower, more powerful 
overhand cut, yet cannot con¬ 
trol the warrior's back-and- 
forth movement to any mean¬ 
ingful extent. And, in order to 
win certain battles (especially 
against dragons or demons), 
you must select a spell or potion 
from an overhead menu—and 
during the time it takes to pick 
an item and move the cursor, 
you may suffer serious, even 
mortal, damage. 

Excalibur is undeniably 
beautiful — everyone at Game 
Player's agrees. Both the on¬ 
screen strategic map of England 
and the poster map included in 
the package are works of art. 
The closeup screens, too, are 
wonderful, executed in a rich, 
painterly style that hints of 
medieval tapestries and illu¬ 
minated manuscripts. A finer 
pleasure from this game is 
simply wandering around 
sightseeing, calling up capti¬ 
vating scenes of Tintagel, 
Lyonesse, Stonehenge, Cardiff, 


Oxford, and Canterbury. For 
anyone who has even a mild 
fascination with Anglophile 
vistas, Excfl/ihurisa visual feast. 

As for the game system 
itself, editorial opinions are 
sharply divided. The manual 
— handsomely produced and 
full of solid information about 
Arthurian legends and litera¬ 
ture — tells how things work, 
but offers precious little of what 
to do beyond that. Five distinct 
episodes are described in the 
manual, but the game provides 
no sign as to when one episode 
stops and another starts. For 
example, the manual clearly 
states that your first quest after 
being crowned is to find 
Lancelot and persuade him to 
return to the real world. Yet the 
first on-screen quest instructs 
you to send someone, or sev¬ 
eral someones, to gather intelli¬ 
gence about Mordred's sons to 
the north. 

How far north? Hard to 
say — the invading army is not 
yet on the map and you can get 
some information about them 
in a village a few miles from 
Camelot. Is that enough? Or do 
you send your party all the way 
to Scotland? How many do you 
send, one good man or several? 
And how do you know when 
they've got what the computer 
says they should get? Again, 


it's hard to say, since both the 
game and the manual are mute 
about such details. 

Thus you encounter con¬ 
fusion and ambiguity at the 
very start of the game. There is 
clearly a major threat from the 
Saxons at London, and there 
are forces enough in 
the neighborhood of 
Camelot to crush 
them. But even if 
Constantine figures 
out how to get them 
to march (and it's not 
easy), the program 
will not allow him to 
join forces with the 
London garrison but 
forces him to fight a separate 
battle, in which he is killed. 
End of game. And end of some 
players' patience. 

Eventually, you start fig¬ 
uring out how the system 
worl«, but the only way to do 
that is by wandering around 
aimlessly and trying out differ¬ 
ent ideas. Some who tested the 
game rather liked this laid-back, 
learn-as-you-play philosophy 
and seemed perfectly content 
to roam the beautiful map, res¬ 
cuing damsels, 
fighting dragons, 
and sightseeing. 

Others found it 
slow, nebulous, 
and, ultimately, 
infuriating. 

Spirit of Excal¬ 
ibur is, then, a very 
mixed bag. Gor¬ 
geous to look at, it 
is often baffling to play until, 
through much trial and error, 
the player gets a "feel" for how 
things work. But if you are as 
big a sucker for things 
Arthurian as most of the edi¬ 
tors, by all means give it a try. 
It's certainly a fine-looking game 
and some players will doubt¬ 
less enjoy its relaxed, open- 
ended system just as much as 
other players will find it intol¬ 
erably vague. 

C^P 



Camelot as you ahoays 
thought it ought to have 
appeared! 



Visit the resident 
sorceress for some 
dragonsbane before 
going far afield — it 
will come in handy 
on your trip to see 
Lancelot at Glaston- 


Hardware requirements: 
640K minimum memory; 
EGA, VGA, and Tandy 16- 
coior graphics; AdLib, 
Roiand, and SoundBiaster 
sound cards supoorted; 
mouse (recommened) and 
joystick optionai. 
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TREASURE TRAP 


SCOTT MILLER 



A, 




fter playing Treasure 
Trap for five minutes, I had to 
double-check my computer to 
make sure it hadn't mutated 
into an Amiga clone. Why was 
my PC suddenly exhibiting eye¬ 
popping graphics? Did a new 
virus scramble the circuitry, 
giving my PC the ability to pro¬ 
duce smooth, flicker-free ani¬ 
mation? 

After pinching myself for 
the third time, I decided the 
opening title sequence was 
merely a power play. Un¬ 
doubtedly, the designers spent 
all their efforts on the game's 
opening ani¬ 
mation and 
the actual 
game screens 
couldn't pos¬ 
sibly be as im¬ 
pressive. 

It's a good 
thing I don't 
gamble for a 
living — the 
game only gets better. Graphi¬ 
cally, it's one of the finest games 
of its kind yet released for MS- 
DOS machines. I have to won¬ 
der: If the PC had this ability all 
along, why are we just now 
seeing it? 

Treasure Trap is an inge¬ 
niously fresh game published 
by Electronic Zoo. The open¬ 
ing title animation shows 
Howard Kelp, the iron-hel- 
meted, deep sea hero of the 
game, as he's lowered into the 
sea from a crane. Three hun¬ 
dred feet below rests the ma¬ 
jestic Esmeralda, sunk 70 years 
earlier while carrying a huge 
cargo of gold bullion. 

New technology (the game 
is set in 1927) allows for dives 
of 200 feet, but this will be a 
breakthrough attempt to sal¬ 
vage the $50 million worth of 
gold waiting 300 feet below. 

As Howard Kelp, you en¬ 
ter the ship through a gaping 


hole and find yourself in a room 
with four doors, a bar of gold, 
two keys, and several aquatic 
killers. It's the killer fish that 
make the game hard, and it's 
the clever puzzles that make 
TreasureTrap addictive and fun. 

Each of the 100 rooms 
you'll explore is a unique 
combination of traps, puzzles, 
hazards, and rewards. The 
rooms are viewed from a three- 
dimensional perspective 
(above and diagonally). At first 
it's a little difficult to maneuver 
without slamming into crates 
or walking off ledges, but you'll 
soon learn to judge an object's 
true position by watching its 
shadow. 

Most rooms have one or 
more gold bars to be collected 
- you can do this by simply 
touching the gold. A clever bit 
of animation shows the gold 
you've collected pouring from 
a spout as melted globs, and 
being tallied on a counter. 

Somehow, during the 
wreck of the Esmeralda, the gold 
bars were flung to the most 
hard-to-reach locations of the 
ship. And in the 70 years since 
the ship sank, it has become 
home to sharks, jellyfish, pira¬ 
nha, octopi, electric eels, stin¬ 
grays, and other killer sea life. 


To be successful, it's im¬ 
portant to note that each un¬ 
derwater denizen has its own 
pattern of movement. When a 
crab hits an obstacle, it turns 
right and continues; an octopus 
heads left; and jellyfish bob up 
and down, from floor to ceiling. 
A few fish, like the piranha and 
the shark, go in any direction 
they please and are very dan¬ 
gerous. 

Other hazards include 
seeker mines, activated by the 
presence of your gaudy metal 
helmet, and whirlpools, which 
can take you to entirely differ¬ 
ent rooms against your will. 
Conveyor belts, floating crates, 
moveable furnishings, and 
collapsing bridges are also 
worthy obstructions. 

It's hard to classify Treasure 
Trap: Is it an arcade game or a 



where you need to explore next. 



In this level, Howard must push the single crate toward the stack operates so he can 
jump up and collect the gold bars. Watch out for the blue jellyfish lurking above. 











Our man Kelp studies a seemingly 
hopeless situation: badly-needed gold 
surrounded by jellyfish. The solution 
is to release one of your friendly fish, 
which will devour the slimy creatures. 

puzzle-filled adventure game? 
Navigating Howard nimbly 
past dangers and jumping from 
ledges and crates is certainly a 
point for the arcade side. But 
it's the well-designed puzzles 
involving hidden gold, booby 
traps, and discovery of the 
correct sequence of rooms that 
give this game its appeal. 

Beyond the first few 
"starter" rooms, it's no easy task 
collecting the gold bars that 
mean everything to your score. 
Sometimes you'll just be dodg¬ 
ing those pesky fish, but usu¬ 
ally you'll need to wake up the 
gray matter and figure out a 
solution. This is sometimes an 
annoyance for arcade fanatics 
—thinking, that is—but in this 
game there's no way around it. 

For example, sometimes 
the gold is resting on top of a 
column of crates too high to 
reach. You should look around 
for another obstacle, like a bar¬ 
rel, that can be pushed closer, 
allowing you to jump on top of 
the crates. But watch out — 
moving any obstacle might let 
loose a trapped creature. And 
don't take too long or your 
oxygen might run out. 

As for oxygen, someone 
was nice enough to leave bottles 
of the stuff conveniently placed 
throughout many of the rooms, 
usually in easy-to-reach spots. 
But don't overstock on oxygen 
or your suit expands like a small 
blimp, leaving you completely 
immobile and vulnerable for a 
brief time. 

You need color-coded keys 


This is a trick level. If you cross the bridge to get the red key, the bridge will collapse 
before you can get back out. The trick is to move the crate toward the key, jump up, 
then escape the level via the bridge. 


Sometimes you 'vegot to hitch a ride on 
a floating crate to get whereyou need to 
go. On this level, the blue key is the 
object of prime importance. 

to open most doors, so key col¬ 
lecting becomes another bar¬ 
rier. And since your key ring 
can hold only three keys at a 
time, you need to plan your 
route through the rooms in just 
the right order or you won't 
have the matching key when 
you need it. 

It's a good thing that 
Treasure Trap has a save mode, 
otherwise the game might 
verge on being impossible. Save 
your game often, and restore 
whenever you find yourself 
stuck on a dead-end route. 
Another helpful feature is the 
"friendly fish," an aquatic 
"smart bomb" if you will, which 
you get for every 80 bars of 
gold you collect. When you re¬ 
lease a friendly fish, it swims 


throughout the entire level and 
devours all unfriendly crea¬ 
tures. The animated sequence 
of the small fish chomping 
away at the bigger, deadlier 
ones is a classic bit of humor. 

The graphics are the high¬ 
light of this game, especially in 
256-color VGA mode. How¬ 
ever, in CGA mode the game 
proved much too difficult to 
play, since the perception of 
depth in the rooms is not well 
rendered without the subtle 
shadings that EGA and VGA 
allow. Musically, the game's 
jazzed-up rendition of "Row, 
Row, Row Your Boat," via the 
AdLib sound board, is worth 
recording for later play. 

If you've been looking for 
a unique arcade game with 
plenty of depth (pun alert). 
Treasure Trap will meet your 
needs and probably drive you 
mad in the process. 


Hardware requirements: 
640K minimum memory (no 
TSR’s should be running); 
VGA, EGA, CGA, and Tandy 
16-color graphics; supports 
AdLib sound board; joystick 
optional. 














REVIEWS 


f 

WEIRD DREAMS 


CARY MEREDITH 



"I 

I n your wildest dreams..." 
is a phrase that quite aptly de¬ 
scribes Weird Dreams. Imagine 
eating, at one sitting, all those 
foods that bring on the noctur¬ 
nal crazies, and you have some 
idea of what you'll experience 
in this game. Freud would have 
had a field day with some of the 
scenarios here. Indeed, as the 
game designers state. Weird 
Dreams has been referred to as 
"a computerized inkblot test." 
What the dream sequences 
mean to you, and how you 
manage to get through them, is 
the basis for a very entertaining 
game. 

With its 
combination 
ofdrywitand 
Monty Py- 
thon-like 
madness (the 
graphics 
have the fla¬ 
vor of Terry 
Gilliam'sbest 



Each of the 
scenes iw Weird 
Dreams is said 

significance, 
but lue wouldn't 

ulate too much 
on these images. 


work). Weird Dreams is a very 
British kind of game, and like 
several other U.K. games that 
we've played, such as Starglider 
or Corruption, it comes com¬ 
plete with its own mini-novel. 
While it doesn't shed much 
light on how to actually play 
the game, the 64-page booklet 
is quite enjoyable to read and 
gives you a bit of insight into 
the thought and effort that have 
gone into this game. Also, it 
does a good job of getting you 
into the proper frame of mind 
to play. 

Your trip begins on an op¬ 
erating room table. Staring up 
into the faces of the attending 
staff, you slowly fade away into 
unconsciousness as you feel 
yourself falling towards a 
blindingly brilliant light. Sud¬ 
denly you find yourself inside 
a large metal cylinder with a 
rotating pylon in the center. 
Almost immediately, large pink 



Old memories of the carnival take on new meaning, especially when you're about 
to become one of the midway's most popular confections. To escape, jump up just 
before the stick reaches you. 




: 75| 
S 

1 80:01:06 

* score 
t 000X 

KPjjjl 

m 


/I « 





1 


You'll make a nice, tasty morsel for this bee, unless you can give him something 
better. If you have at least four sugar blobs with you,you can lure the bee to a fateful 
meeting with a giant swatter. 


globs of sugar fall from some¬ 
where above you and begin to 
travel around the periphery of 
the cylinder. A large wooden 
stick descends into the cylin¬ 
der, and it's then you realize 
you're in a giant cotton candy 
machine. The spun sugar be¬ 
gins to accumulate on the stick, 
then the stick begins to head 
towards you. Instinctively, you 
duck, but you soon realize that 
the stick is your only means of 


escaping the machine. Stand¬ 
ing up, you wait for the stick to 
come around again. Then, tim¬ 
ing your jump carefully, you 
leap onto the gooey stick and 
ride it out of the cylinder. 

That's just the beginning 
of your dream (or nightmare). 
Once you're out of the cotton- 
candy machine, you must im¬ 
mediately contend with a gi¬ 
gantic bee whose multiple eyes 
all seem to be focused on you. If 
























For the present, only the center mirror, 
leading back to the cotton candy 
machine, and the right side mirror, will 
work. If you didn't kill the bee, you 
might consider returning for another 
spin in the candy machine. 

you were fortunate enough to 
be hit with some of the sugar 
blobs while in the cylinder, you 
may be able to feed the bee, 
stalling it long enough for you 
to escape. While you can tem¬ 
porarily escape the bee, you'll 
eventually have to kill it, which 
you can do with the large swat¬ 
ter found just outside the hall 
of mirrors (you don't have to 
kill the bee here, but it will only 
be a bigger nuisance if you wait 
until later in the game). The 
hall contains gateways to other 
dream dimensions, where 
you'll find carnivorous roses, 
giant pianos, a deadly ballerina, 
or a desert with flying fish and 
a giant sculptured head wor¬ 
thy of Easter Island. These are 
but a few of the maiufestations 
awaiting you in Weird Dreams. 

As you begin your dream 
quest, you' re unarmed but able 
to use items at hand in each 


scenario. Forexample, there'sa 
handy pile of sticks in the rose 
garden, providing you with the 
perfect foil for fencing with the 
flesh-eating flora. Also, when 
you return to the hall of mirrors, 
the giant bee will crash in (if 
you weren't able to destroy him 
earlier with the swatter). If you 
have the eel in your possession, 
you'll be able to use it against 
the bee, though you'll have to 
hit the insect several times, and 
in a certain way, before you 
succeed. 

In other scenarios, you'll 
have just your own wits to use 
in battle against the dream 
creatures. You can't destroy the 
Chicken Monster, nor can you 
run or walk past it. You just 
may be able to get past it, 
however, if you can figure out 
how to use some of the objects 
in the room. And the soccer ball 
you used while playing catch 
with the little girl could be just 
what you need to make a path 
through the muck and mire in 
the swamp. 

Weird Dreams includes a 
hint book, though you are 
cautioned to use it only as a last 
resort. Each hint is tagged with 
a fee level, depending on how 
much information it divulges. 
You are advised to keep a run¬ 
ning tab of your fees, so that 
your psychiatry bill can be to¬ 



Reach down into that pile of sticks for a weapon to use against the killer roses. Step 
only close enough to draw the attention of the first flerwers and attack them, before 
moving on to the next group. 


taled at the end of the game, 
and thus the true extent of your 
psychological "affliction" can 
be evaluated. There's one final 
hint, with a large fee, at the end 
of the booklet, should you find 
yourself completely stuck — 
but the designers have 
thoughtfully printed it in mir¬ 
ror-reversed text, so that it's 
not too easy to cheat. 

Much of the success of 
Weird Dreams must be attrib¬ 
uted to the skillful combina¬ 
tion of graphics and sound. 
Most European games feature 
graphics reminiscent of H.R. 
Giger's works. While Weird 
Dreams' graphics are certainly 
different from American 
graphic adven¬ 
tures, they're 
much closer in 
appearance to 
American 
graphics than 
the offerings of 
companies 
such as Psyg- 
nosis. Each 
scene is wonderfully rich in 
detail, with an otherworldly 
quality in keeping with the tone 
of the game. And speaking of 
tones, if you're fortunate 
enough to have an AdLib sound 
board, you'll find that the mu¬ 
sic makes the game come alive. 
The soundtrack is matched to 
the scenes, creating the perfect 
mood for each dream sequence. 

OK, I admit it — this is a 
great game. The British have 
known this since 1987 — but 
thanks to MicroPlay (pub¬ 
lisher) and MicroProse (dis¬ 
tributor), gamers on this side of 
the pond now have the chance 
to experience the sheer mad¬ 
ness of Weird Dreams. It may not 
help you to discover the rea¬ 
sons for your dreams, but at 
least it will give you ample in¬ 
spiration the next time you sur¬ 
render yourself to the arms of 
Morpheus. 

&¥> 




Hardware requirements: 
640K minimum memory; 
VGA, EGA, CGA, or Tandy 
16-color graphics; supports 
AdLib sound board; joystick 
optional. 
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DUCKTALES 


STEVE HUDSON 



ScroogeMcDuck 
operates out of 
this office. Note 
the safe door on 
the back wall — 
it opens to reveal 
three cubic acres 


H ow and then a game 
comes along that seems to have 
it all. It's got good graphics and 
appealing sound. It's challeng¬ 
ing but not frustrating, educa¬ 
tional but not pedantic, and en¬ 
tertaining but not frivolous. 
Such a game is DuckTales: The 
Quest for Gold, a debut package 
from Disney Software. While 
DuckTales isn't perfect, it's aw¬ 
fully close. 


DuckTales even has a plau¬ 
sible story line, at least if you're 
a duck with a penchant for ad¬ 
venture. There's this character 
named Scrooge McDuck, who's 
really a pretty decent chap. He's 
rich but not crooked, a world- 
class adventurer, and a crafty 
businessduck, too. He is, he'll 
tell you, "tougher than the 
toughies and smarter than the 
smarties." But he's also oh-so- 
honest, and he's been Dime 
Magazine's Duck of the Year 
for 20 years straight. 

Scrooge's best buddies 
seem to be the Woodchucks, 
three young ducklings with the 
familiar names of Huey, 
Dewey, and Louie, and a fourth 
Woodchuckette named Webby. 


companies like Gull Oil and Lake 
Doughbegone. 

Scrooge is also on great terms 
with investment advisor Fenton 
Crackshell and dashing avia¬ 
tor Launchpad McQuack—not 
to mention science advisor 
Gyro Gear- 
loose, who has 
dedicated his 
life to finding 
complex solu¬ 
tions to simple 
problems. 

Into this 
happy little 
world comes 
Flintheart 
Glomgold, a 
duck that's ev- 
e r y t h i n g 
Scrooge is not. 
Flintheart is 
mean-spirited, 
crooked, and 
dishonest, and 
he's got the 
Beagle Boys on 
his side. 

What brings all the char¬ 
acters together is Dime Maga¬ 
zine's highly coveted Duck of 
the Year award. Flintheart has 
announced that he's getting the 
honor this time around, but 
Dime has decided it goes to the 
duck that finds the most money 
in the next 30 days. 

Game play starts in 
Scrooge's office, where you (as 
Mr. S) are sitting behind your 
desk. On a nearby wall is the 
vaultlike entrance to the money 
pit, a tremendous safe where 
you store three cubic acres of 
cash. Sometimes you go swim¬ 
ming in the money just for fun, 
and there's even a diving board 
to launch you in fine style. 
Sometimes you come up with a 



Scrooge and company start their trips 
by selecting a destination from this 
map, highlighting a particular treasure 
with a crosshair cursor. 

mouthful of gold. Other times, 
you pull out a rare and valu¬ 
able coin — working capital! 
And you need working capital 
— you won't get onto Dime's 
cover just by saving. You've 
got to make wise investments 
in the stock market, too. The 
secret is simple—buy low, sell 
high — and there's a stock 
market ticker sitting nearby to 
tell you how your investments 
are doing. Several stocks are 
available. Which you buy de¬ 
pends on the day (shown on 
the handy on-screen calendar) 
and the latest tips (revealed in 
the business news). The manual 
includes charts that describe the 
performance of the stocks, and 
your job is to use them to de¬ 
cide what and when to buy and 
sell. 

But the real adventure is 
not in the office. It's out in the 
Wide World, where adventure 
waits as you track down 
beaucoups of priceless trea¬ 
sures. Along with sidekicks 
Huey, Dewey, Louie, and 
Webby, you choose various 
treasure sites from a detailed 



Some adventures take our feathered 
friends onto mountains that are 
honeycombed with caves. Strange 
things live in some of the caves, and the 
Beagle Boys lay in wait with deadly 
















Some of the richest treasures can be found in caves, fust watch out for mummies 
and slime pits. 


on-screen map. Then you set 
off to find them — and getting 
there is half the fun. 

There are two ways to 
travel. One is to climb into 
Gyro's matter transmitter. It's 
high-tech, to be sure, but you've 
got to find some rare 
bombastium before it'll play. 
Even then, it's a roll of the dice. 
The second way to travel is to 
hitch a ride in Launchpad's air¬ 
plane, a truly hair-raising ex¬ 
perience. You control the 
plane's flight yourself, and an 
unusual flight it is, too. Suffice 
it to say that the plane's re¬ 
sponse is unique. You've also 
got hazards like clouds, which 
can send you off in unexpected 
directions or even turn you 
upside down. There's the Alti¬ 
tude Ceiling, which you don't 
want to bump. And you may 
have Flintheart racing you to 
your destination. 

Back on land, you'll find 
yourself in places like 
Swansylvania, Trala La, Too- 
Pei, and the Okeefadokie 
Swamp. Once there, your jour¬ 
ney may take you through thick 
jungle, up steep mountains, or 
deep into mummy-infested 
caves. You'll have to navigate 
treacherous routes while 


avoiding rolUng rocks, coconut¬ 
throwing monkeys, and the 
Beagle Boys' falling anvils. If 
you're stopped in your quest 
by, say, a rock or an anvil, then 
one of your buddies has to leave 
your merry band, presumably 
for a trip to the infirmary. A 
quest for that particular trea¬ 
sure continues until all four 
buddies are out of the game. 

If Scrooge has been play¬ 
ing smartly, he's been stashing 
his treasure at the Scales of 
Macaroon, a giant balance de¬ 
signed to weigh great sums of 
money. If he outweighs 
Flintheart, he makes the cover 
of Dime. 

If you get the feeling that 



The Scales of Macaroon, one of the 
duckmade wonders of the world, is a 
giant balance designed for weighing 
huge quantities of wealth — and 
deciding whether Flintheart or Scrooge 
graces the cover of Dime Magazine. 


DuckTales has a lot going for it, 
you're right. Its arcade-style 
action makes it an enjoyable 
wrist-bender, and the mental 
challenge offered by the stock 
market keeps the gray matter 
in shape, too. My seven-year- 
old had never encountered X-Y 
graphs before, but after an hour 
or so she was making "Buy!" 
and "Sell!" calls with the best of 
them. Is there some subtle 
learning going on here? Could 
be. 

DuckTales' graphics are 
exceptional throughout, no 
surprise for any Disney prod¬ 
uct, and the sound is good, even 
on my PC's tinny speaker. 
Sound promises to be much 
better for those who purchase 
Disney's Sound Source, a low- 
cost amplifier/speaker that 
plugs into your PC's printer 
port. The Sound Source brings 
digitized speech, orchestrated 
music, and sound effects to PCs 
running DuckTales and other 
Disney titles. It was not avail¬ 
able for this review. 

One minor quibble with 
the game — before you can get 
out of Scrooge's office, you 
must decipher a secret code. 
Based on a set of hieroglyphics, 
the code is unraveled us'ing one 
of those infuriating key sheets 
printed on deep red paper. This, 
I suppose, is the middle ground 
of copy protection, and the hid¬ 
den-code idea fits the game. 
But the paper is so dark that the 
type is exceedingly hard to read 
— and if your dog, cat, or tod¬ 
dler ruins your sheet, you're 
out $15 for another. 

Code sheets aside, 
DuckTales is a thoroughly en¬ 
gaging game, with humor, ad¬ 
venture, action, and strategy 
all presented in an outstanding 
graphics package that keeps 
you coming back for more. 
Sure, it's the standard stuff of 
good adventuring — but the 
payoff may be the cover of Dime 
Magazine. 


Hardware requirements: 
512K minimum memory: 
EGA, CGA, and Tandy 16- 
color graphics; two disk 
drives and joystick recom¬ 
mended; supports The Sound 
Source. 
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ISHIDO: THE WAY OF STONES 


CARY MEREDITH 



w. 




ith all the recent PC 
game releases, it's likely that 
some good games from 1990 
will be overlooked. Between all 
the flashy flight simulators and 
the latest adventures, there are 
a few games outside the usual 
categories that may be ignored 
by even a fairly knowledgeable 
buyer. I dearly hope that Ishido: 
The Way of Stones from Acco¬ 
lade does not meet that fate. It 
has far too much to offer. 

This is a quiet game, but 
only on the surface. The de¬ 
signers stress that Ishido: The 
Way of Stones places its accent 
on a contem¬ 
plative type of 
gaming, and 
certainly this 
is true, espe¬ 
cially if you 
play by the 
ancient rules. 
There is, how¬ 
ever, a great 
deal of men¬ 
tal action to be found among 
the stones of Ishido. In many 
ways the game resembles chess, 
marrying simple rules with 
complex strategies. A begin¬ 
ning player may take lower- 
level matches in hopes of sim¬ 
ply accumulating enough to 
win. As you gain experience 
with the board, your emphasis 
should shift to placing the 
stones so as to set up multiple 
four-way matches. 

The game is based on the 
traditions of several different 
cultures, though its primary 
inspiration is from the stone- 
and-board games of ancient 
China and Japan. A stone set 
consists of 72 stones, decorated 
with a combination of symbols 
and colors (six of each). Here, 
in VGA mode, you may choose 
from five stone sets, which in¬ 
clude the Ginza, Ishido, Inner 
Shapes, Chungfu, and Egyp¬ 
tian sets. There are eight EGA 


sets: Gems, Inner Shapes, 
Magica, Chungfu, Ishido, 
Ramses, Runes, and Shaman. 
In some sets, the stones vary in 
color and shape, but the prin¬ 
ciple remains the same. You 
must create matches on a game 
board consisting of 96 squares. 
Progressively higher points are 
awarded for two-way, three- 
way, and four-way matches, 
with even greater points for 
consecutive four-way matches. 
You may play by the ancient 
rules, which emphasize getting 
the maximum number of 
matches from a given set, or 
pouch, of stones. Modern rules 
place the emphasis on scoring 
the most points, usually by 
making as many four-way 
matches as possible. 

A two-way match is made 
when you place a stone next to 
two other stones. One of these 
stones must match the placed 
stone by symbol (or shape), 
while the other must match by 
color. Three-way matches occur 
when a placed stone matches 
two stones by one attribute and 
another stone by the second 



The outer ring of squares can be used to 
set up your matches, even though no 
points 'can be scored for matches on 
them. 


attribute. The four-way match, 
which is the Ishido equivalent of 
a check, is accomplished by 
placing a stone in the center of 
a group of four stones, two of 
which match it with one at¬ 
tribute and two with the other 
attribute. That's really not as 
easy as it sounds, and you'll 
probably find that, at least early 
on, your four-way matches will 
be more a matter of luck than of 
skill. 

Ishido: The Way of Stones 
features several different play 
options. As mentioned, you 
have the choice of playing by 
either the ancient or the mod¬ 
ern rules. While the ancient 
rules emphasize emptying your 
pouch, that's not to say that 
there's no importance placed 
on making four-way matches. 
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A number of four-way match possibilities have been set up, waiting for just the 
right stone to be drawn from the pouch. Care must be taken to avoid exhausting 
your opportunities with lower point matches. 












from a wide variety of boards and stone sets, such as the rather 
his celestial board with its sparkling, starlike gemstones. 


You can choose 
cosmic motif of t 

A win, under the ancient rules, 
occurs when you've emptied 
your pouch before your oppo¬ 
nent has emptied his or hers. If 
neither of you is able to empty 
a pouch before all match pos¬ 
sibilities are exhausted, the win 
goes to the player with the most 
four-ways. If, however, both 
players have the same number 
of four-ways, the winner is the 
player with the fewest stones 
left. You may play a solitaire 
game, which is especially good 
for learning how to set up your 
stones for four-ways. There's 
also the option of playing 
against a friend or against the 
computer, either in the single¬ 
game challenge mode or in the 
tournament mode. And, if 
you'd just like to get an idea of 
basic Ishido strategy, you can 


An Egyptian motif, complete with 
ankhs and scarabs, is one of the motifs 
available. You can also design your 
own stone sets or modify existing sets. 


watch the computer play by 
itself. In any mode except 
tournament play, you can ask 
the computer to show the best 
moves for either a particular 
situation or on a continuous 
basis. 

If you tire of the game's 
stone sets, you may want to try 
your hand at creating your own 
set. With the editing option, you 
have control over individual 
stones or over whole sets. You 
may alter existing stone sets or 
create a completely new set of 
your own design. In addition, 
if you have Deluxe Paint or De¬ 
luxe Paint II,you can further edit 
existing stone sets. With the 
tools included in these paint 
programs, the only limit is your 
imagination. The only proviso 
is that you must first create the 
stone sets with the game's util¬ 
ity before transferring editing 
functions over to the paint pro¬ 
gram. 

Included with the basic 
game and the stone set editor is 
a somewhat metaphysical op¬ 
tion —The Oracle of the Stones. 
This is a system of divination 
which uses meaningful coinci¬ 
dence, as exemplified by the 
arrangement of the stones, as a 
basis for gaining insight into 
problems or situations posed 


by the player. The philosophi¬ 
cal idea, synchronicity, which 
is also a premise of the I Ching, 
produces an augury from the 
positions of the stones. As a 
matter of fact, each Ishido au¬ 
gury has a corresponding 
hexagram in the I Ching. Far 
from being fortune-telling. The 
Oracle of the Stones is really a 
way of examining situational 
alternatives. Its inclusion in 
Ishido lends a gentle touch of 
the mystical, moving this game 
beyond the scope of traditional 
board games. In other words, 
this is not an electronic version 
of Chinese checkers. 

Accolade has packed a lot 
into Ishido: The Way of Stones. 
From the variety of stones and 
boards to the editing functions, 
from the outlining of the phi¬ 
losophy and history of this 


The rules of Ishido are quite simple, 
but the subtleties of strategy take some 
time to master. As in chess, the ability 
to see several moves ahead is one you'll 
want to develop. 

universal game to the stunning 
graphics — all the bases have 
been touched. With a supported 
sound board, you can hear the 
satisfying sound of solid stones 
clicking together. Altogether, 
the many features of Ishido 
make-it a game to enjoy and to 
savor, long after the latest 
simulator has been mothballed. 

<SP 


Hardware requirements: 
512K minimum memory 
(640K for Tandy 16-coior); 
VGA (hard drive or 3-1/2" 
disk drive required), EGA, 
MCGA, CGA, Hercuies, or 
Tandy 16-coior graphics; 
mouse optional; supports 
sound boards. 
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Personalize your flying environment with Microsoft's Aircraft and 
Scenery Designer. 


FLIGHTS OF 
FANCY 

here's good news 
for .armchair pilots: Mi- 
croso ft has recently released 
Flight Simulator Aircraft and 
Scenery Designer, intended 
for use with Microsoft's 
Flight Simulator Version 4.0. 
The Aircraft and Scenery De¬ 
signer gives you the power 
to create an almost infinite 
variety of worlds. 

You control the size, 
shape, position, and color of 
roads, bridges, runways, 
mountains, and more. You 
can even re-create an image 
of your own town and local 
airport. The Aircraft and 
Scenery Designer also gives 
you control over moving 
objects such as boats, planes, 
and cars. The package offers 
attention to fine detail, such 
as trees changing with the 
seasons. 


As pilot, you have a small 
fleet of aircraft: the Boeing 747- 
400 (the fleet flagship), a Piper 
Archer, a Beech Starship, and a 
seaplane. All craft feature au¬ 
thentic instrument panels and 


actual flight characteristics. 
Another option lets you de¬ 
sign and modify your own 
experimental craft and test it 
against Earth's gravitational 
pull. 


LUNAR REALITY IN MOONBASE 


f you've ever wanted real 
c^Hrol of your own world, 
^m're in luck. Wesson Inter- 
fMional, publisher of TRACON 
11, has added Moonbase to its 
reality-simulation software. A 
lunar colony simulator, 
Moonbase makes you com¬ 
mander of Project Moonbase, 
NASA's first 
planned at¬ 
tempt at colo¬ 
nizing the 
Moon. As 
Commander, 
you must gov¬ 
ern Moonbase 
and try to make 
the colony fi¬ 
nancially independent of Earth. 
You do this by producing and 
selling items made from lunar 
regolith (soil). But doing this 
239,000 miles away from Earth 
isn't easy. 



You're given initial fund¬ 
ing to implement NASA-ap¬ 
proved habitat modules, scien¬ 
tific facilities, Lunar-Derived 
Liquid Oxygen (LLOX) pro¬ 
cessing plants, and solar and 
fission power plants. After that, 
you're on your own. You must 
explore the planet and find 
pockets of precious Helium 3 
and water, place mining facili¬ 
ties in productive sites, research 
nuclear fusion, and create new 
electronic components from the 
Moon's own resources. 

As Commander of Moon¬ 
base, you can't just sit back and 
enjoy your role. You must stay 
aware of events on Earth since 
your economy depends on the 
mother planet's fragile eco¬ 
nomic and political structure. 
Wars, economic depressions, 
and leadership struggles on 
Earth could destroy Moon- 


base's closed-loop economy. 
Locally, lander crashes, solar 
flares, and fission meltdown 
on the Moon could wipe out 
your new colony...literally. A 
constantly running ticker 
tape, as well as verbal and 
print messages, feeds you vi¬ 
tal information so that you 
can effectively plan to mini¬ 
mize the effects of manmade 
and natural disasters. The 
future of Moonbase and its 
citizens is entirely in your 
hands. 

Moonbase is based on a 
plan NASA once considered 
for its colonization of the 
Moon. Wesson promises that 
Moonbase is accurate to the 
tiniest detail of NASA's grand 
plan. 
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DREAM-TEAM FOOTBALL 


re you the kind of 
football fan who wonders 
h0ii(l|^ '82 Redskins would 
IWi^e pljiyed against the '89 
49ers? MicroLeague Football: 
The Coach's Challenge lets you 
test your gridiron fantasies. 
MicroLeague's latest sports 


game, MicroLeague Football, 
gives you a choice of 20 NFL 
dream teams, past and present. 
Supplementary disks with 
more NFL greats will be avail¬ 
able later in the year. 

MicroLeague Football is a 
strategy simulation where the 


best coaching ability, not the 
random pick of your computer, 
wins the game. You choose two 
teams to play and decide 
whether you, a friend, or the 
computer will coach. On-screen 
playbooks and complete offen¬ 
sive and defensive statistics 
help you plan your strategy 
against the opposing team. Just 
as in real football, injured play¬ 
ers, timeouts, substitutions, 
quarterback sacks, and weather 
conditions can affect the game's 
outcome. 

Complete statistics — in¬ 
cluding completion percent¬ 
ages, third-down conversions, 
specialty teams' stats, turn¬ 
overs, field-goal accuracy, and 
player ratings — can be pulled 
up any time for analysis during 
the game. 

MicroLeague Football also 
gives you the option to change 
weather conditions and lengths 
of quarters. The right lineup 
and the best strategy earn you a 
trip to the Super Bowl. 



TEE TIME 

mjjji you're a fan of golf 
sjflalations, take note. Access 
j^Bmises that you'll be 
^Rasantly surprised by the 
innovations in Links: The 
Challenge of Golf. Links is 
available with VGA graphics 
only, and is purported to be 
one of the few golf simula¬ 
tions that obeys the laws of 
physics. 

The placement, bounce, 
and roll of the ball is deter¬ 
mined by the club used, swing 
strength, angle, wind direc¬ 
tion, stance, grip, and course 
incline. Your ball follows the 
contour of course terrain, and 
reacts accordingly. Access 
uses its RealSound in Links to 
provide such normal course 
sounds as the click of the ball 
and the snap of the cup flag. 

Links comes with two 
PGA-level courses. Access 


plans to release 
new course disks 
— containing both 
real and imaginary 
courses — every 
six to eight weeks. 
Access also hopes 
to release tourna¬ 
ment versions of 
Links and an archi¬ 
tect program disk 
for designing your 
own champion¬ 
ship 18-hole golf 
course. 



Links promises to set standards in realism for golf simulation fans. 
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OtJiPBUiMES GUIDELIIMES GUIDEMMES 


FIND A 

FLUGELHORN 

\ ttention all treasure 
Here's your list for to- 
^y:^gdhorn, Omar Khay- 
yam nwehbook, bouzouki, 
yurt.... No, you weren't given 
the wrong list. These are only a 
few of the esoteric items you'll 
search for in PC Globe's new 
world-wide scavenger hunt 
game, BushBuck Charms, Viking 
Ships & Dodo Eggs. 

The year is 2010, and you 
are joining the search to find 
400 unique artifacts for exhibi¬ 
tion at the world's biggest party, 
Questival. But no one can lo¬ 
cate the rare items. It seems the 
rich and arrogant Otto Von 
Slinkenrat is greedily taking all 
of the items for his own per¬ 
sonal collection. It's up to you 
to save this year's Questival and 
preserve the artifacts for future 
generations. 

Armed with only a hand- 



Bushbuck Charms takes you to 175 countries in search of rare artifacts. 

ful of airplane tickets, you travel 
to 175 countries to track down 
the pilfered antiques. Facing 
cyclones, blizzards, sabotage, 
and treachery, you try to locate 
the items and foil Otto Von 
Slinkenrat. 


BAD TV RATINGS CAN BE DEADLY 



elcome to 
the 23rd century, where televi- 
^on ratii^ really are a matter 
of life and death. The year is 
2238, and the world's govern¬ 


ments are controlled by the 
television networks and the 
defense industries. Whoever 
wins the highest TV ratings 
during the Military Olympics 
gets control of the 
government. Thun- 
derStrike, from Live 
Studios, shows 
what can happen 
when couch pota¬ 
toes are given the 
powers of a god. 

You are a fighter 
pilot for Century 23 
Network. You must 
defend your own 
generator bases 
while trying to de¬ 
stroy enemy bases 
and fighter planes. 
You also have the 
added pressures of 
being a television 


celebrity. If your flying isn't 
exciting enough to hold 
viewers, your contract with 
Megacorp will be terminated. 
In 2238, termination means 
more than unemployment— 
it also means that you and 
your craft will be reduced to a 
flaming fireball. 

The Military Olympics 
consists of ten rounds in five 
different arenas. Every time 
you win a round, your ship's 
flight capabilities and per¬ 
formance rating is upgraded. 
High-tech weapons, weapon 
indicators, radar display, and 
the advanced Head Up Dis¬ 
play information system all 
give you an edge. And you 
need any edge you can get in 
your quest for contract re¬ 
newal and network survival. 
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MORE THAN A MUSIC CARD-A LOT MORE! 


improves your existing PC sound •quality! Plus you get 
3-voice music synthesizer ani/ a DMA driven digitizer for real life 
speech, muiti-voice music, and sound effects-just like an Amiga, Apple 
lIGS, or Tandy 1000 SL/TL/RL Electronic volume and pan adjustment. 
True multipart music, speech, sound effects, internal speaker sup¬ 
port...all in STEREOI Dual digital input ports (with power and ground) 
accept Atari, Commodore, and other true game-machine joy-sticks and 
other 'real world" input devices 

A COMPLETE PRODUCT. Speakers included! Or use your own 
stereo headphones or Hi-Fi system. Comes with demo and utility 
software. Board installs in minutes into an available slot (not for use 
with micro-channel bus). One year warranty. Proudly made in the 
U.S.A. Covox has been manufacturing PC audio and voice recogni¬ 
tion products since 1983. Call, FAX, or write for FREE catalog. 


BEST VALUE FOR A PC SOUND CARD-ONLY $119.95 

CX>VOX INC. TEL 503-342-1271 

675 Conger St. FAX 503-342-1283 omi^Ccpjri^ht 

Eugene, OR 97402 BBS 503-342-4135 


THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH ALL PC GAME TITLES 
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lOOO's of Public Domain/Shareware 
programs on lOO's of disks. Categories 
include games, education, business, music, 
graphics, utilities and more. Free listing or $ 1 
for large descriptive catalogue (specify 
computer.) Disks ©'Plenty 7958 Pines Blvd., 
Suite 270-P, Pembroke Pines, FL 33024 



Classified and small 
space Display advertis¬ 
ers can now take advan¬ 
tage of the targeted and 
highly enthusiastic 
Game Player's PC 
Strategy Guide audi¬ 
ence at reasonable rates. 

Display 
Classified rates 
$150 per column inch 

Call Olivia Merritt at 
(201)703-9500 for more 
information 


FUN 

EASYTO-USE 
GREAT FOR POOLS 



1-800-922-4013 24 hra a day 

$39.95 + $300 P&H 
VISA/MC or send check/MO to: 

fPERFECfW) 

V SOFTWARE. INC.y 

Att: Pro Football Dept. S 
6 Harrison Wbods Ct.. Northporl, NY 11768 
(NY residents add 8% tax) 



micrOtyme 

A Division of Micro Peripherals. INC. 4049 Marshall RD. • Kettering OH. 45429' 

[ Call Us for all the HOT NEW Holiday Releas^ 


D(^sGo To Heaven 
narillo Sim's Real Poker 
Annals o( Roma 


Civil War $30 Exolon 

CoionelsBequest $39 EyaoftheStorm 

Conquest of CamakX $35 F-15Slrl(eEagle2 

Cribbage/QinKing $38 F-19 


with Real Sound' 


$25 International Team Sports $23 Pub Games 
$29 JadNid(laus,vol.2 
$35 Kings Quest 1,2,3 
$44 KingsQuest4 
$39 Kings Quest 5 
$25 L6isureSuitLaTy1or2 
$32 Leisure SU» Larry 3 $38 Red Lightning 


Days of Thunder 

■Build me a car and ri 
win Daytona next yearl' 




LHX Attack Chopper $ 

'Be the First to Fly the 
Ulbmata Attack Copter' 


'Superb VGA Ckaphics, 
Great Karate Game!' 


Death Bringer 
Defender of the CroMt 
DeiaVu2: LasVagas 


19 Demon's Wntar 
!6 DieHant 
12 Drakkhen 
12 Double Dregc 


da Name Ice Man 

■Rescue Mission, or 
ActofWtf?' 


Dragori'^l.T’* 

Duck Tales 


$26 Gold Of The Americas 
$32 GNorman's Shark Attack 
$33 Heavy Metal 
$24 Haro's Queat 
$24 Hero’s Qusst II 
$25 Hostage 

Call Hayle^eBoakofGaiiws2 
$26 Hunt for Red October 


$38 


^eate Your Own World, 
Superb Graphics!' 

Savage $23 

Shuffle Puck Cafe $22 

■How about a Friendly (?) 
GameofShufflepuck?' 

Operation Clean Streets $23 

1 Prince Of Persia $23 

I 'Superb Graphic Acticn/Adv. 

II with Sound Board Suppotj' 

Silent Service II $35 

SkatecrDie $23 

Sorcerer Lord $26 

SpacaOuestS $37 



Times of Lore 
T- Wizard Wars 

Vfcardry2.3,4or5 



Houra: ll-F 10am-8pm EST 
SATIOwn-Spm 

TO ORDER.CALLTOLL FREE 

1 - 800 - 255-5835 

Order Status or Iteh. bilb, 
Call (513)294 - 6236 



NO^EXTRACHAfl^FDRCnEIXTCMtDSI- M Mnpui Stwjni ■ UPS Secant D«r A KsU Oe/Ai •vwUk el «M CM. W< Uw b Atake Hwwli. OlK ledenli add 494 iWM In., Pleue eim line 
























































































Two \wiys to plw 
an Ammcan tradition. 



ABC’s Monday Night Football is a tra¬ 
dition in more than 20-million American 
households. Now you can enjoy 20-years 
of highlights and then make some of 
your own. 

The new ABC’s MONDAY NIGHT 
FOOTBALL Entertainment Pack features 
the 20th z.nmytxsa.Ty Monday Night 
Madness videotape mA ABC’s Monday 
Night Football computer-software game. 

ABC’s MONDAY NIGHT FOOTBALL 
brings the tradition of football excellence to 
life in the most realistic computer-football 
game ever created. The IBM-PC game now 
features enhanced VGA graphics that put 
you right on the field. You’ll even hear 
Frank Gifford make the broadcasting calls 
in key game situations. 



MONDAY NIGHT MADNESS captures two 
decades of the most memorable moments 
from ABC’s weekly football spectacle. 
There’s nothing but action and excitement 
in this thrilling 48-minute VHS videotape 
never before available in stores. 



The ABC’s Monday Night Football 
Entertainment Pack — Either way you 
play, you win. 

Available for IBM-PC/Compatibles and Amiga 





















Make ItiE Purr Or 
Miss ItiE Cur... 

Crouch down and read the green. The only thing between you and the final 
money rounds is fifteen feet of landscape that's flat to everyone but a golfer. Will 
a hard break turn into heartbreak? Join the PGA TOUR® and find out for yourself. 



The pressures of a PGA TOUR® pro 

Play in real tournaments on real courses: 
^ TPC at Sawgrass, TPC at Avenel, and PGA 
West Stadium Course. Bonus course— 
tournament-tough Sterling Shores. 
Compete against 60 PGA TOUR pros in 
four round tournament play. Pro stats 
modeled after real players' scores. 

Fight to finish in the money. Keep track 
^ of the top cash winners through the 
Leading Money Winners board. 


The best of live action TV coverage 

Panoramic fiy-by shot and look-back view 
'hk give you real TV-style coverage. 

Ten featured PGA TOUR pros give per- 
sonal insights on each hole. 

Check the leader board at any time for 
the latest in TOUR standings. 

Announcers keep you posted on impor- 
tant shots and changes in standings. 


Accurate and addicting 

Unique 3D topographical grid lets you 
read the contours of the greens. 

Select special shot options like chip, 

’•h- punch and fringe putting. 

Club selection and ball lie affects spin on 
bh. the ball. 

Track your own statistics in real PGA 
^ TOUR categories like driving accuracy, 
par breakers, and putting average. 


SUPPORTS 


AdLib 



ELECTRONIC ARTS* 


HOW TO ORDER: 

Visit your retailer or phone with V1SA/MC:USA or Canada, 
800-245-4525, Mon-Fri, 8am-5pm Pacific Time. IBM and compatibles 5.25" 
version $49.95 (3.5” available). Screen shots represent IBM version. IBM is a 
registered trademark of International Business Machines Corporation. 
TPC is a registered trademark of PGA TOUR*, INC. 






















Is made from these scans* nor do we offer anything 
avaitat^ie from the Publishers themselves. 


v)ss anyone ^eTiihg releases from 

,-nd do'let us know. 


Our goal is to preserve classic video game magazines so that 
they are not lost Permanently. 


People interested in helping out in any capacity. 
I Please visit us at www.retromags.com. 


Thank you! 



